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ABSTRACT 

The  documen*'  offer?  suggestions  for  developing  a 
Strucure  of  Intellect   (SOI)  program  for  gifted  eleaentary  students.  * 
An  introductory  chapter  covers  the  definition  of  SCI,  rationale  for 
using  the  SOI  model  with  gifted  students,  purpose  cf  the  guide, 
assessment  of  intellectual  ability,  preparation  of  the  SOI 
prescription,  classroom  activities  ba sed  on  the  SOI,  organization  and 
teaching  strategies,  and  SOI  tasks  to  be  used  ir  renedial  reading. 
Also  provided  in  this  initial  section  are  resources  which  include  a 
list  of  teachers,  references,  SOI  classification  of  educational 
materials,  an  outline  of  "^'rickscn  Elementary  School,  lab  materials, 
materials  list  for  the  SOI  Abilities  Workbook,  and  the  SOI  Institute 
list  of  materials  and  services.  Subsequent  chapters  are  color  coded 
for  five  areas   (cognition,  memory,  convergent  production,  divergent 
pro'"'-  lion,  and  evaluation)  and  usually  include  an  introduction  and 
sections  with  a  glossary  of  pertinent  SOI  factor  defiriticns;  a  list 
cf  commercially  prepared  materials:  descriptions  of  activities;  and 
task  cards   (which  consist  of  mazes,  puzzles,  graphs,  and  other 
instructional  materials).  (SBfl) 
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PREFACE 


The  Structure  of  t.ie  Intellect  curriculum  provides  a 
unique,  qualitatively  different  program  which' is 
desig-ued  to  meet  the  needs  of  Individual  students. 
It  challenges  students  to  perceive,  to  brainstorm, 
and  to  make  judgments  and  decisions.     The  curriculum 
encourages  students  to  approach  problems  in  a  signifi- 
cantly different  way,  to  be  creative,  and  to  enjoy  the 
pleasure  of  using  their  minds  effectively  in  the  think- 
ing process. 

It  is  hoped  that  through  the  use  of  the  raaterials  in 
this  guide  the  intellectual  abilities  of  the  MGM  stu- 
dents wilj   be  developed  and  their  intellectual  poten- 
tial realized. 


Scott  C.  G-  ay 

Assistant  Superintendent 

Student  Services  Dlvls.-»on 
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INTRODUCTION 


STRUCTURE  OF  THE  INTELLECT:     WHAT  IS  IT? 


Structure  of  the  Intellect  (SOI)  provides  a  system  of  testing,  prescribing, 
and  teaching  based  upon  the  division  of  intellectual  ability  into  specific 
factors.     J.  p.  Guilford's  model  of  intelligence  (SI)  divided  intellectual 
ability  into  three  major  dimensions:     operations,  contents,  and  products. 
Later,  Dr.  Mary  Meeker  refined  Guilford's  model  into  additional  dimensions, 
and  she  developed  an  assessment  instrument  and  curriculum  for  each  operations 
(process)  dimension.     The  factors  comprising  the  Structure  of  the  Intellect, 
as  adapted  from  descriptions  developed  by  Creative  Prescriptions  Unlimited  at 
East  Whittier,   California,  are  presented  below. 

MaJ_or_Processes  (operations  of  the  mind  upon  raw  materials  of  information) 


Code  Title 
C  Co>:;nition 

M  Memory 


Convergent 
Production 


Divergent 
Production 


Evaluat  ion 


Description 

The  most  basic  of  the  operations,  it  includes  discovery, 
awareness,  rediscovery,  or  recognition  of  Information  in 
various  forms;  comprehension;  and  understanding. 

Retention  of  information  in  any  form.     One  of  the  easiest 
of  the  operations  to  train. 

.Generation  of  information  from  given  information  where  the 
emphasis  is  upon  reproducing  conventionally  accepted  best 
answers  or  outcomes.     Most  school  work  is  convergent 
production. 

Generation  of  information  from  given  information  where  the 
emphasis  is  upon  the  variety  and  quality  of  answers.  This 
operation  is  closely  related  to  the  creative  process. 
Fluency,  flexibility,  and  originality  are  important  com- 
ponents of  this  operation. 

Reaching  decisions  or  making  judgments  concerning  the  cor- 
rectness, suitability,  adequacy,  and  desirability  of  infor- 
mation in  terms  of  identity^  consistency,  and  goal 
satisfaction.     An  area  that  is  frequently  overlooV.ed 
in  our  schools.    Teachers  tend  to  make  decisions  for 
students,  robbing  them  of  the  opportunity  to  make  their 
own. 


^^ii^L^i'ilL?.  (general  varieties  of  information) 


Cc:)d^e 
F 

S 


Title 

Figural 
Content 

Symbol ic 
Contend 


Description 


Information  a  concrete  rorm,  visual,  auditory,  or  kines- 
thetic.    c\  very  important  component  for  beginning  learners. 

Information  in  the  form  of  signs,  having  no  significance  in 
and  of  themselves,  such  as  letters,  numerals,  and  musical 
notes.     Relates  to  coding.    Math  is  high  in  symbolic  content. 
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M      Sfmantif         lufornuition  in  the  form  of  meanlnv^s  to  which  words  com- 
^•^^i^t-^'Hi  monly  berc^nu*  attached;  most  notable  in  verbal  thinking 

and  ruadlnj;.     Deals  with  the  abstract* 

B      Behavioral     Information  essentLilly  nonverbal.   Involved  in  human 

Content  interact.ions  where  awareness  of  attitudes,   need,  desires, 

intentions,   thought,  and  scj  on  of  othi'r  processes  is 
important.     (Behavioral  content   is  not  a  part  of  this 
,i;u  ide .  ) 

Products   (results  obtained  throui;h  the   Intellect's  proces.siny  of  information) 
^[^'A^'         ^j-J^.^:.  Description 

Units  Deals  with  the  pt^rception  of  single  items  such  as  one 

figure,   symbcU,  or  word, 

C      Classes  Items  of   information  grcniped  by  common  properties. 

Classes  are  made  up  o f  uni ts • 

R       Relations       Recognised  con^lections  between  units  of   information  based 

upon  variables  that  apply  to  them, 

S      Systems  Organized  items  of   inf tirmat ion ;  complexes  of  interrelated 

or   interacting,  parts.     Sequences  in  mathematical  opera- 
tions or  structure  of  language  represent  systems. 

T       I'ranslor-      An  abstract  area;   involves  chapges  in  existing' or  known 
mat  ions  information,  or  in  its  use,  requiring  the  redefinition  or 

modification  of  information, 

1       Iraplica-        The  most  abstract  of  the  products  area  and  one  tha.t_JLs 
ti^^ns  difficult  to  convey.     Deals  with  cause  and  effect;  works 

with  known  information  and  its  relationship  with  the 
unknown ,  i 

Charts  1^3  on  the  following  pages  present  curriculum  activities  based  on  the 
SOI  program.     The  trigrams  for  each  cell  (activity)  are  coded  on  activity 
{)ages  fi^r  each  of  thv  fivi'  SOI  cjperations. 


The  SOI  Learning  Abilities  Test   is  used  to  assess  the   intellectual  abilities 
ol   e.'ch  student,   and  testing  results  are  used  to  prepare  an  individual  profile 
and  prescription  [nr  each  student.     The  profile  illustrates  the  student's 
strengths  and  weaknesses,   and  the  prescription  states  a  plan  to  follow  for 
remediation.     The  remediation  plan  pairs     a     weakness  with  an  area  of  strength, 
and  cur r I. -u I  urn  developed  for  the  appropriate  factors  of  SOI  is  recommended. 

In  summary,  SOI  Is  a  program  which  identifies  intellectual  strengths  and  weak- 
nesses and  f^ffers  the  c^pportini  i  t y  to  utill;^e  teaching  strategies  and  materials 
with  the  groritest  potential    for  each  student's  learnin)^  abilities. 


WHY  SOI  FOR  GIFTED  STUDENTS? 


U-here  are  the  gifted?    A  student  is  identified  as  "gifted"  and  is  placed  in  a 
special  class  designed  to  meet  his/her  special  needs,  but  to  what  extent  are 
teachers  able  to  determine  the  strengths  and  needs  of  the  student?    All  too 
often  educators  assume  that  because  a  student  does  so  many  things  so  well  there 
are  no  weaknesses,  for  the  student  is  only  seen  in  comparison  with  others. 
Then  there  is  the  student  who  has  been  identified  as  gifted,  but  of  whom 
teachers  ask  "How  is  he/she  gifted?"  when  the  student  barely  functions  at  grade 
level  in  academic  achievement.    How  do  teachers  help  these  students?    What  are 
the  true  strengths  of  the  student  who  seemingly  does  everything  so  well?  When 
the  IQ  score  seems  to  be  a  paradox,  how  can  the  student's  gifts  be  discovered? 
How  does  a  teacher  plan  a  program  to  meet  the  needs  of  a  student  based  on  a 
score  measuring  IQ? 

Through  the  use  of  the  SOI  program,  teachers  obtain  more  than  an  IQ  score.  A 

I'-lentlfies  the  strengths  and  weaknesses  of  his  Intellec- 
tual abilities.    With  an  SOI  assessment  the  teacher  can  determine  how  the 
student  learns  and,  as  a  teacher,  more  fully  understand  the  seemingly  para- 
doxical student      Further,  the  prescription  provides  a  plan  accompanied  bv 
recommended  tasks  which  can  be  used  to  improve  the  student's  level  of  thinking 
and  strengthen  problem-.olvlng  abilities,.    Additionally,  the  SOI  Institute  has 
recently  developed  an  SOI  Screening  Form  for  Gifted.    The  form  consists  of  sub- 
tests from  the  SOI  Learning  Abilities  Test  oh  which  gifted  student  ^st 
consistently  score  three  years  or  more  above  g.ade  level.    More  information  may 
be  obtained  from  the  SOI  Institute.  x  u  may 

If  teachers  recognize  that  gifted  students  have  special  needs,  then  teachers 
must  also  recognize  that  these  needs  can  only  be  met  when  the  students  arr 
offered  a  program  that  is  "qualitatively  different"  from  that  being  offered  in 
the  regular  school  curriculum.    SOI  provides  such  a  program.    It  challenges 
students  to  perceive,  to  brainstorm,  and  to  make  sound  judgments  and  decisions. 
It  -ncourages  students  to  approach  problems  in  a  significantly  different  way. 
to  be  creative,  and  to  enjoy  the  pleasure  of  using  their  minds  effectively  in 
the  thinking  process.  ^ 

The  careers  our  students  will  undertake  and  the  problems  they  will  encounter 
when  they  join  the  labor  force  are  unknown.     Teachers'  goals  then  must  be  not 
only  to  give  students  the  "survival  skilis"  for  that  world,  but  to  teach  them 
how  to  use  their  decision-making  skills  to  solve  the  problems  they  will  face 
in  the  complex  societies  of  the  future. 


PURPOSE  CF  THIS  GUIDE 

SOI  was  first  utilized  in  the  San  Diego  City  Schools  Gifted  Program  as  a  pilot 
program  at  Loma  Portal  and  Lief  Ericson  Elementary  Schools,  in  1976-77.  Inter- 
est In  developing  other  SOI  programs  has  developed  as  a  result  of  these  two 
programs  and  the  inservice  programs  provided. 

Many  questions  have  arisen  regarding  the  implementation  of  SOI  in  the  classroom, 
This  guide  has  been  written  in  response  to  those  questions  in  the  hope  that  it 
can  bt'  used  to  facilitate  the  development  of  SOI  programs  in  this  district  and 
elsewhere. 

5iM 


The  >^uide\s  major  emphasis  is  not  on  theory,  but  on  the  *'how  to^'  aspects  of 
the  program.     Those  who  are  Interested  in  more  in-depth  background  on  the  SOI 
Model  may  wish  to  read  The  'M.rn^^tuve  of  Intellect :     Its  Interpretations  and 
'Uh\)  by  Mary  Nacol  Meeker. 

The  suggestions  for  the  use  of  SOI  presented  in  this  guide  are  just  that,  sug- 
gestions,    Each  teacher  faces  a  unique  situation  in  the  classroom  and  will  need 
to  determine  what  materials  can  be  adapted  to  each  classroom. 

It  is  hoped  that,  a-;  teachers  read  this  guide,  they  will  develop  a  basic  under- 
.standing  of  SOI,  bt  Nime  aware  of  methods  of  implementing  an  SOI  program,  and 
will  utllizt"  referen^:es  and  resources  in  the  implementation  process. 
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GUILFORD'S 
OPERATION : 


PRODUCTS 


U.iitri 


i!  1  asst'S 


Ko  Lat iDUS 


SvsL  emy 


"C"  COGNITION  ACTIVITIES  GRID 
(hloom's  Comprehension) 
(Comprehending  with  Meaning  Beyond  Perception) 


u 


FTGURAI.  (F) 
Objects  and  Shapes 


CFU-A--auaiti>ry  perception 
CFU-V--reCognizii.g  shapes 
CFU-V— vlBual  closure 


C 


R 


CFC-  -picture  class 
CFC — taste,  smell,  touch 
CFC — classification  of 
figures 


SYMBOLIC  (S) 
Numbers  and  Signs 


s 


CFH--what  goes  together 
CFR— match  shape  to  form 
CFR-~f  igur  e~ground 
CFR — dot-to-dot 


T 


Imp  1  (rat  ions 


I 


CFS-A — auditory  perceptual 

rhythm 
CFS~partern  repetition 
CFS--repetit:f on  of  verbal 

patterns 
CFS — puzzle  arrangement 


CFT — figure  rotat.  reK 
CFT— cognition  of  fig»  rot. 
CFT— rotate   form  board 
CFT"paper  cutting 


CSU~word  matching 
CSU-V — scrambled  words 
CSU-V — crossword  puzzl^js 
CSU-V— misspelled  words 
to  correct 


SFJ4ANTIC  W 
Words  and  Ideas 


CSC— alphabet  izing 
CSC~lctter  grouping 
CSC — letter,  even-odd 


CSR — coding  reading 
CSR — code-decipher 
CSR— code  symbol  decipher 
CSR — word  matching 
CSR — word  relationship 


CMU~vocabulary  matching 
CMU — definitions 
CMU— word  definition 


CMC — classes  of  product 

words,  ideas 
CMC—word  classes 
CMC — word,  card,  lists 


CMR— word  analogies 
CMR — word  relationships 
CMR— opposites 
CMR— word  comparison 


CSS— alphabetizing 

CSS-V— number/]  etter  series 

CSS-V~number  series 


CFl— maze  tracing 
CF I— planning  ahead 

figure;  pick-up-stirks 


CST — spoonerism 
CST— reading  backwards 
CST-V— spoonerism  • 
CST — buried  words 


CSI — number  concepts 
CSI — block  puzzle 
CSI-*-nuraber  puzzle 


CMS — command  sequence 

CMS— money  sequence 

CMS— arithmetic  reasoning  ^ 


CMT — synonyms 

CMT — rebus  symbols 

CKT — word  transfers 


CMI — reasoning 
CMI — implications 
CMT^-alike  and  different 
CMI — paragraph  implications 


M...k..r,  L.  .nrs;:x".-r^-^-/>i/.iti..  loMooka,  Loyola  University.  Lcs  Angeles  90045,, 
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CHART  J 


00 


CUILFORD'S 
OP  li  RAT  [ON: 


"M"  MEMORY  ACTIVITIES  GRID 

(Bloom's  Knowledge) 
(Retrieval  of  Stored  Information) 
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PRODUCTS 

FICURAL  (F) 
Objects  and  Shapes 

SYMBOLIC  (S) 
Numbers  and  Signs 

SEMANTIC  (M) 
Words  and  Ideas 

tJni  t  s 

u 

MFU — m:*^mory  of  objects 

MFU — map  memory 

lMFU — memory  for  f inures 

MSU--Morse  code 

MSU — memory  of  letters/#s 

MSU~digit  recall 

MMU — memory  of  words 
MMU — memory  flash  cards 
MMU— definitions 
MMU— -memo ry  of  pict ur e s 
MMU — A&V-memory  of  words 

C 1  a.ssc's 

c 

MFC — memory  for  c lasses 
MFC —  r e c a 1 1  of  classes 

MSC--memory  of  word 
classification 
MSG — memory  of  numbers 
MSG — memory  of  number 
classes 

MMC — memory  of  classes 
MMC — memory  of  "  and  words 
MMC — memory  of  classes 

Rf  Icit.  ions 

R 

MFR — study  and  recall,  pos. 
MI'^R — placement  memory 
MFR--m»;:mory  of  paired  fig. 

MSR — memory  of  letter  ser. 
MSR — memory  of  names 
MSC--memory  of  words/ 

numbers 
MSR—  mnemonics 

MMR — antonyms 

MMR — analogies 

MMR — word  and  symbol  memory 

S y  St  t'liis 

S 

MFS — memory  uf  pos Lt ions 
MKS — mom.   of  seq.  positions 
MFS — momorv  o  f  pos  i  t  ions 
MFS~A-~niom .  o f  rhythms 
MI'S-V — mtMH.  or  pos  .    (hi  orks 
p.-iK^s  (h'S  igns) 

MSB- A — (1  igit  recall 
MSS-A--nonsense  words 
MSS-A — memory  for  musical 
no  lies 

MMS — following  directions 
MMS — calendar  and  weather 
MMS — gossip  game 
MMS — story  comprehension 
MMS — days  of  week 

I'raii.^  1  orin.it  ions 

T 

MFT — memory  of  transform. 
MFT — ka 1 e  idoscopc 
MFT--bloc^k  patterns 
MF  I    — natier    f  nl  rl  i  ntT 

MFT — picture  rotations 

MST — misspelled  wqrds 
MST — hidden  words 
MST — word  transformation 
vxo      numoer  reversals 

MMl' — homonyms 

MMT — homonyms  and  meaning 

MMl' — homonyms  in  sentences 

rinpl  i  cMt  ions 

1 

MF [--object  recall 
MFI — figure  recall 

MSI — multiplication  tables 
MSI"- arithmetic 
MSI — arithmet ic  sentences 
MSI — auditory  arithmetic 
MSI--aritlimet ic  sentences 

MMI--memory  for  implic. 
MMI — con.  btwn  elem.  inf. 
MMI — match  job  descriptions 

with  characters  in 

book 

o I' roi^  Metier  ,  M.^  and  Sexton,  K.    SOI  Abilit  ies  Workbo^^ A.oyola  University,  Los  Angeles    90045.  ^ 
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"N"  CONVERGENT  PRODUCTION  ACTIVITIES  GRID 
(Bloom's  Knowledge,  Synthesis,  Application) 
GUILFORD'S  (Pi-obl era- Solving  for  Unique  Correct  Answer) 

OPERATION: 


PRODUCTS 

FIGURAL  (F) 
Objects  and  Shapes 

SYMBOLIC  (S) 
Numbers  and  Signs 

SEMANTIC  (M) 
Words  and  Ideas 

Unit  s 

II 

u 

NFU — cons^  rai:t  ion-reprod . 
NFU — writing    copy  narae 
NFU — configuration 
NFU- (V.M. ) — copy  signs 

NSU— digit  to  symbol 

NMU — name,  picture  groups 
NMU — contractions 

C 1  as SOS 

c 

NFC — clas.  o£  shapes  and 
Its 

NFC — picture  classifica. 
NFC-'-cut  and  paste  shapes 
NFC — clas.  accord,   to  shape 

NSC — nonsense  words  to 
class. 

NSC — class,  nonsense  words 
NSC — class .  operrt ion-math 
NSC — classify  shapes 

NMC — word  classif ication 
NMC — classify  word  groups 
NMC — job  classif  ication 

Re  1  at  ions 

R 

11 

NFR — form  board  maripula. 
NFR-VK — sequence  ol  size 
NFR — typing  bow 
NFR — biock  construction 
NFR — picture  sequence 

NSR — symbol  class if ication 
NSR — core  translation 
NSR — symbol  relationship 

NMR — verbal  analogies 

NMR — parts  of  speech 

NMR — antonyms  and  synonyms 

S  V  s  t  t'lns 

s 

NFS — dfsLj^n  reproduct iou 
NFS--bead  stringing 
NFS--raap  copying 
NFS--copy  color  wheel 
NFS — design  reproduction 

NSS — word  changes 
NSS — alphabetizing 

NMS--cartoon  sequencing 
NMS — sequencing 
NMS — time  sequencing 
NMS — scrambled  sentences 

1  ranst  orina  t  ions 

T 

T 

NFT — camouflaged  objects 
NFT--camouf laged  highlights 

NST — camouflage  (buried 
words) 

NST — magic  square  numbers 

NMT — new  uses — flw  clues 
NMT — composite  stories 
NMT — reconcile  opposites 
NMT — daffynitions  and 
malapropisms 

I  mp  1  hat  ions 

1 

NFI — picture  completion 
NFI — map  completion 

NSI~algebra~f ill  in 
missing  number 

NMI — deduced  implications 
NMI — what  would  you  do 
NMI — sequence  association 
NMI — deductions 

From:     Meeker,  M.,  and  Sexton,  K.     SOI  Abilities  Workbooks,  Loyola  University,  Los  Angeles  90045* 
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CHART  4 


"D" 


GUILFORD'S 
OPERATION 


PRODbCTS 


Units 


Classes 


Rclat  ions 


Systems 


DIVERGENT  PRODUCTION  ACTIVITIES  GRID 
(Bloom's  Synthesis,  Application) 
(Creative  Problem-Solving) 


Tratis  fornuitions 


Trap  I i  cat  Ions 


u 


c 


R 


FIGURAL  (F) 
Objects  and  Shapes 


DFU--elaboration-make  many 
designs  I  from  figures 


DFC — regroup  and  reciass. 
DFC — group  fig.   Into  class, 
DFC — group  letters  into 

classification 
DFC— classification  of 

figures  open-ended 


DFR~art  faces 
DFR — tie  dye  designs 
DFR — create  drawing 
DFR — create  a  toy 


S 


T 


DFS — art- construct ion 
DFS — block  construction 
DFS — art  designs 
DFS — monograms 
DFS — art  collages 


DFT — scribble  drawing 

DFT — elaboration  on  shapes 

DFT — manip.  of  shapes 


I 


DFI — elab.  --creatl  ve/non 
DFX — dec.   in  diff.  ways 
DFI — irnag.  drawings 
DFI — geo.  drawings 


SYMBOLIC  (S) 
Numbers  and  Signs 


DSU — create  words 

DSU — vocabulary  development 

DSU — vocabulary 

DSU — vocabulary  building 


SEMANTIC  (M) 
Words  and  Ideas 


DMU — unusual  uses-broad 

categories 
DMU — creative  titles 
DMU — rapid  retrieval 
DMU— ideas 


DSC — alpha,  classification 
DSC — word  classification 
DSC — nurneral  classification 
DSC— classify  words  in 
various  ways 


DSR-^initials 
DSR — computation 
DSR— math  wheels 
DSR — math  computation 


DSS — sentence  construction 
DSS — mar.h-base  system 
DSS--money  systems 
DSS — equations 


DST~-vocabuiary  building 
change  letters 

DST-"-make  words  from  big 
words 

DST — problem-solving 


DSI — equations-make 
DSI — new  ones 
DSI — chemistry 


r^MC — codes,  various  uses 
DMC— word  building 
DMC — idea  classification 
DMC — creative  word  collages 
DMC — word  classification 


DMR-- ^rhyme  production 
DMR — creative  poetry 


DMS — sentence  building 
DMS — scrambled  sentences 


DMT— riddles 
DMT — cartoon  responses 
DMT — consequences 
DMT — proverbs 
DMT — new  endings  to  old  stories 


DMI — impl.  to  stories 
DMI — planning 
DMI — problem-solving 
DMI — semantic/sym.  elab » 
DMI — creative  writing 


I^.S       From:     Mcoki-r,  M.,  and  Sexton,  K.    SOI  Abilities  W^jy^kbookn ,  Loyola  University,  Los  Angeles  90045. 
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z 

g 
< 


LU 


F 

EFU 

ESU 

EMU 

u 



Figural  Similarities 
Picture  Differences 
Figure-Ground • 

Letter  Discrimination 
Letter  Patterns 
Visual  Discrimination 
Letter,  Count  Symbols 

Match  Pictures  and  Words 
Destriptions 

EFC 

ESC 

EMC 

• 

c 

Picture  Classification 
Classification,  Color  &  Sound 
Taste,  Similarities  and 
Di  fferences 

1 —  —  

Phonics  Match 

Letter  &  Number  Classification 

Judging  Class  Names 
Concept  Classification 
Classification  of  Animals 
or  Plants 

EFR 

V 

ESR 

EMR 

R 

Form  Relations,  Alike/Different 
Form  Discrimination 

.  

Equations 
Word  Pairs 
Nonsense  Word  Pairs 
Rank  Continuance 

Color  Rhymes 
Related  Words 
Verbal  Analysis 
Verbal  Analogies 

EFS 

ESS 

EMS 

s 

Construction  of  Picture 

Seqences 
Sequence,  Color  and  S'lades 

Judging  Which  Letter  or 
Number  Series  Do  Not 
Belong 

Sentence  Construction 
Comprehension 
Verbal  Absurdities 

EFT 

EST 

EMT 

T 

  ■   

Figure  Rotation, 

>» 
t 

Jumbled  Words 

Cartoon  Punch  Lines 
Word  Transformations 
Pantomimes 

EFI 

ESI 

EMI 

1 

Mazes 

Abbreviations 
Letter  Consistency 
Map  Reasoning 

Logical  Deductions 

—  *  r>  t  ■■ 

-'■^       o,|  ■  '  ^  

'ERIC  ^  Reprinted  with  pprmission  from  the  soi  Coloring  Book,  SOI  Institute,  214  Main  Street,  El  Segundo,  OA  90245 
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ASSESSMENT  ()F  INTELLECTUAL  ABILITY 

The  live  sot  processes  (::ognUion,  memory,  convergent  productic   ,  divergent 
pro  uct.on    and  evaluaUon)  can  be  utili.ed  without  the  individu;i  student 
cur    .ul,;.  ''^^        the  SOI  profiles  enables  the  teacher  to  identify 

currieu  um  tor  students  on  the  basis  of  their  needs.     SOI  profiles  can  be 
obtained  by  administering  the  SOI  Learning  Abilities  Test  or  by  analyzing 
standardized   intelligence  tests  through  the  use  of  SOI  templates.  Templates 
o      he  Binet  and  the  WISC-R  are  available  from  the  SOI   Institute.     A  pro  i  e 
obtained  from  the  SOI  Learning  Abilities  Test  will  be  more  complete  and  com- 
prehens  ve  than  one  obtained  from  a  standardized  IQ  test.     The  SOI  test  Ts 

atrinto%';"H'M'T''"'^^^^^  abilities,  whereas  the  Binet  can  be  trans- 
lated  .nto  53  and  the  WiSC-R  into  26  (with  no  factors  in  divergent  production). 

'^Ir^l  'T^'T  t''''''^'  ""'^        '^^''y  admi^nistered  in  the  classroom  to 

a  ^roup  or  students.     It   is  not  desirable  to  ask  students  to  complete  the  test 

est^rh^''^"''  P^^^^^^^f      y°-^^-'  children.     Teachers  are  urged  to  take  the 
test  them.seives  before  administering  it  to  their  students. 

The  Learning  Abilities  Test,  along  with  complete  instructions  for  administer- 
ing and  scoring,    is  available  from  the  SOI  Institute.     See  the  "Teachine 
Resources     section  of  this  guide  for  a  list  of  Institute  materials  and 
serv  If  es 


A  sample  Profile  Derivation  Work  Sheet  is  presented  on  the  following  pages. 

Scoring  the  test   is  simple  with  the  exception  of  those  areas  concerned  with 
originality  in  divergent  production.     When  scoring  originality  teachers  will 
be  judging  responses  which  will  be  unique  to  their  classes,  and  they  may  wish 
to  consider  a  tally  of  the  responses  to  eliminate  those  that  are  not  original. 

Templates  for  scoring  the  test  are  not  available  but  can  be  easily  made  by 
using  a  blank  copy  of  the  test  and  cutting  out  the  boxes  which  correspond  to 
the  correct  answers  and  placing  it  on  top  of  the  student's  answers.     The  stu- 
dent s  profile  can  be  plotted  by  using  the  Profile  Derivation  Work  Sheet.  The 
computation  must  be  done  for  each  student  and  will  take  some  time  to  complete. 

I'  ^""l^'^^^'^P^^^^  can  also  be  obtained  by  sending  the  test  to  the  SOI 
nst  tute.     The  computer  print-out,  although  time-saving  for  the  teacher. 
Involves  an  additional  cost  factor. 


PREPARATION  OF  THE  SOL  PRESCRIPTION 

Once  a  profile  has  been  made  for  a  student  and  his/her  strengths  and  weak- 
nesses are  known    a  prescription  Is  prepared.     If  the  computer  print-out  was 
used,  the  prescription  is   included.     Teachers  who  plot  the  profile  will  also 
need        Pr^^are  the  prescription.     The  prescription  is  made'by  pairing  a 
s    ength  with  a  weakness      The  area  of  strength  is  used  to  assist  in  remedia- 
tion.    Fur  example,   in  Chart  6  on  page  15,   the  student   is  strong  in  Memory  (8) 

icnsr^Mr  M      ^■^'^'r'rr^''^"  ''''  y-^'-t.-^l  Conten^-Transfor'ma- 

ns  MST  (Memory-Symbolic  Content-Transformation),  and  MMT  (Memory-Semantic 
tontent-rransformation)  tasks  would  be  prescribed  for  this  student.  • 
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PROFILE^II    I  I  II  II I  WQRKSKEET:  PARTI 

Use  thic  section  to  determine  individual  strengths 

and  weaknesses  in  terms  of:  SPECIFIC  SOI  ABILITIES 


[(DFU-f  _)  +  (DFU-s._ 


.)  +  (DFU-t* 
[(DMU-f 


[(DSR-f. 


.)  +  (DSR-s*!_ 


*Use  Weighted  Values 

•Use  weightec  values  and  be  sure  to  total 
scores  from  both  column  A  and  column  B 
for  DSR-f,  DSR-s,  and  DSR-o 


((NST-A. 


J  +  (NST-B. 


.)  +  (NST-C* 


— 

ERIC- 


weakness 


average 


J  +  (("  ' 


)  +  (□••'' 


-)  +  '"' 


Subteii 

Raw 
Scores 

T 


Adjusted  Weal^ti-Strength 

Score     Percentage  Index 


J]  -  7 
J]  -17.5 


(CFU 
(CMU 
(CFS 
(CFT 
(CMR 
(CMS 
 .)] 


(MSU 

(MSS 

(MSI 

(EFU 

(CFC 

(EFC 

(ESC 


(NSI 

(MFU 

(NFU 


2.0) 
3.75) 
I-  3.25) 
3.25) 
3.125) 
2.625) 
-23.25 
CSR 
2.25) 
^  2.25) 
2.25) 
3.25) 
1.25) 
2.125) 
3.375) 
CSS 
ESS 
NSS 
25.(25 
2.625) 
3.5) 
4.125) 


8 
8 

.  r  8 
8 
^  8 
8 
8 
8 
8 
8 
8 
8 
8 
8 
8 
8 
8 
8 
8 
8 
8 
8 
8 
8 


=  DFU  .  .  . 
=  DMU... 

=  CFU  .  .  . 

=  CMU  .. 

=  CFS. .  .  . 

=  CFT. .  .. 

=  CMR . .  . 

=  CMS  .  .  . 

=  DSR  . . . 

=  CSR  

=  MSU  . . . , 

=  MSS  

=  MSI  

=  EFU  .  . .. 

=  CFC  

=  EFC  

=  ESC  

=  CSS  

=  ESS  

=  NSS  

=  NST  

=  NSI  

=  MFU . . . . 
=  NFU  . .  .. 
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St  rength 


PROFILE  DERIVATION  WORKSHEET:  PART  1 1 

Use  ..-lis  section  to  determine  individual  strengths  and 
weaknesses  in  terms  of:  GENERAL  SOI  ABILITIES 


SuDtesi 
Adjusted 
Scores 


Summary 
Adjusted 
Score  Percentage 


Weakness-Strength 

Index 


(CPU 


CMU__-  CFG  f  CFT, 


(DFU. 


^CFU      +  CFS 


(OSR  +  CSR___+  MSU  +  MSS  +  MSI. 


CMR 


— ^  CMS  ^  CSR  +  CFC  +  CSS  )  = 


(MSU. 
(EFU_ 
(NSS 


_+  MSI  +  MFU  )  = 


-+  EFC  +  ESC  +  ESS  )  = 

.+  NST  +  NSI  +  NFU  )  = 

(DFU  +  DMU  +  DSR  )  = 


.^72 
-32 

r32 

^32^ 
-24  = 


CFT  +  EFU        CFC  +  EFC  +  MFU  +  NFU_)  = 

E'^C  +  CSS  +  ESS  +  NSS  +  NST  +  NS!  )  = 

<DMU  +CMU__+CMR     +  CMS  ) 


-72 

^88- 

^32- 


._  Cognition   

_  Memory    ' 

_ Evaluation.  ;   

_  Convergent  .  '.    , 

_  Diverpsnt   

_  Figural   

_  Symbolic   ._ 

Semantic  


[DFU 


+  DMU  +  CFU___+  CMU  


(CFS 


CMS 


+  MSU  +  EFU  +  MFU  +  NFU__)  = 

(CFC  +  EFC  +  ESC  )  = 

(CMR  +  DSR  +  CSP  )  =. 

/  MSS  +  CSS__+  ESS  ^  NSS  )  = 

(CFT  +  NST  )  =_ 

(MSL 


.+  NSI 


ERIC 


.)  = 


U-         J   1 

1              L  .  1 

1  1 

 __0 

1-             1  1 

+  + 

wea  knesr. 

average? 

St  rertgt - 

64  = 
24  = 
24  = 
-48  = 
16  =  . 
16  = 


.Units  , 

.Classes  

Relations  

Systems  

Transformations  .  , . 
Implications  


CHART  6 


Slft^MARY  SCORES  FOR  STUDENT 


SOI  IDIMflNSION 


AD.IUSTKD 

scorit: 


r.      OF  STIIONG/WEAK  INDEX 

D I  PlIiMS  I OM      (  1  =  WE AKICST  9  =  STRONGEST) 


OPEIIATIONS: 
COGNiriON. 

PIKMOIiy  

■  .VALUATION , 
CONVEIir.ENT, 
DIVEIIGKNT.  . 

CONITNTS  J 

FKJIIRAL  

SYMH(H,JC.  .  . 
SEPIANTIG.  .  . 


rnonuGTS : 

UNITS  

CLASSES. . . . 
RELATIONS. . 

SYSTEflS  

niANSFRPITNS 
IrtPLICTNS. . 


4(1. ii7.  .or. 

22.29. .OF. 
22 . 90 . . OF . 
17.69. .OF. 
7.00. .OF. 


40 . 04 . . OF . 

nr;.63.  .of. 

17.04. .OF. 


30. on. .OF. 
14.54. .OF. 
1  1  . 96 . . OF . 
37.63. .OF. 
3.42. .OF. 
1«. le. .OF. 


72. 
32. 
32. 
32. 
24. 


72. 
00. 
32. 


64. 
24. 
24. 
40. 
16. 
16. 


60. 
70. 
72. 
00. 
31  . 


07. 
63. 
03. 


03. 
61 . 
30. 
70. 
34. 
63. 


6. 
0. 
0. 
0. 
1. 


0. 
6. 


5. 
6. 
4. 
9. 
2. 
6. 


A  grid  with  the  SOI  factors  identified  is  helpful  for  racording  the  recommended 
prescriptive  curriculum.    An  example  of  such,  a  grid  for  a  class  is  shown  in 
Chart  7.     As  names  are  placed  on  the  grid  as  a  result  of  the  prescriptions, 
natural  groupings  of  students  become  obvious.     This  grid  is  convenient  for 
identifiying  the  tasks  needed  for  students  and  for  assigning  aides,  parents, 
or  tutors  to  particular  groups. 

A  similar  grid  can  be  made  up  for  the  student  to  be  included  in  his/her  folder. 
(See  Chart  8.)     Students  who  work  well  indepsndently  can  use  the  grid  as  an 
aid  in  selecting  materials  and  activities  they  need  to  work  with,  or  in  plan- 
ning their  own  contracts.    A  blank  grid  is  presented  as  Chart  9  for  teacher 
use.     The  name  of  the  operation  should  be  notud  in  the  upper  right-hand  corner 
and  the  code  letter  for  the  operation  added  as  the  first  letter  of  the  trigrams 
in  each  cell. 

Once^  ♦-.eachers  have  compiled  information  from  the  students'  profiles,  they  will 
be  concerned  with  curriculum  materials  that  fit  the  prescriptions.  Workbooks 
developed  by  Dr.  Meeker  for  each  of  the  five  operations  are  available  through 
the  SOI  Institute.  Materials  have  also  been  developed  by  Creative  Prescrip-  , 
tlon,  Unlimited  at  East  Whittier,  California.  Information  on  these  guides  is 
available  through  the  East  Whittior  School  District.  The  remainder  of  this 
guide  presents  additional  materials. 

[f  the  budget  allows,  teachers  may  wish  to  have  the  SOI  Institute  prepare 
individual  workbooks  for  students.     These  workbooks  are  made  up  of  the  activ- 
ities from  the  SOI  Activities  Workbooks  which  are  prescribed  for 'the  student. 
Once  teachers  have  developed  students'  prescriptions,  they  may  create  their 
own  personalized  workbooks  by  duplicating  and  pulling  those  materials  pres- 
cribed for  a  student  folder. 
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Many  commercially  prepared  gamus  fit  very  weli-inCo  Lhe  SOI  program.     A  list 
of  materials  dev^iloped  through  a  PAR  project  at  Austin  State  School  is  in- 
cluded in  this  section.     The  materials  have  been  assinned  trigraras  for  the 
tall  nZ  r         ^'^^''"^  ''''  addition,  a  supplemen- 

In  L  qni"    r  '  "''i  ^'^'^'^^  Elementary  School 

scr  n^f      ^''\^''^^''''''^]'^'^'  materials  can  he  coded  to  fit  into  a  pre- 

SOt  proKram"'  'P^'^'^^  ^^^^  "^f^T  another  dimension  to  the 

er\'';'h!!rM"t  "''I.'  -'^Ticulun,  they  will  find  that,  as  good  teach- 

how'th^s^  r."'  '^^^^  ''^^"^''^  prescribed.     However,  SOI  shows 

how  these  activi   les  fit   into  the  different  levels  of  thinking.     SOI  also 
develops  a  consciousness  of  a  more  balanced  curriculum  designed  to  give  stu- 
dt^nts  an  intellectual  discipline  which  encourages  higher  levels  of  thinking. 


CLASSROOM  ACTIVITIES  hASED  QN  THE  STRUCTURE  OF  THE  INTELLECT 

^eioi'rn"  .P?^'/'"  'k"^^  '  ^'"'"'"^  "  ^'''^y  assignment  use  the  web 

eiow  to  .elect  verbs  (process)  and  notms   (product)  when  writing  questions  or 
planning  activities.     Each  pie-shaped  piece  represents  one  of  the  thought 
processes  as  defined  in  the  structure  of  intellect. 


coda 

tanqrnm 
solution 
film  strip 
picturss 

tapes 

pU22lB9 

diaaroma  ^^otch 
'rucoril 

hiddin  picturu^/^  obsorvi^ 
sort  notu 
optical  ^X'locate  find 

1  Ilusions^^nscrombla  guther 


racords 

dabn  te 
lettar 

ponil 

scropbook^ 
item 

court 
triol 
col  lagi 
survsy 


:dgwitign 


evaluat io 


alphabetize 
compile  classify 
recoonize  itsmiZA 
discover 
global, 

Judod 
compare 
criticize 
evaluate 
analyze 
summarize 
determine 
examine 
•elect 
debate 

discuss 
contrast 
cMoos 
de 


list^ 
drawing" 
diagram 


systom 


DI. 
THINKINC^ 


association 

Hat  X.       Jotailj  of 
rncn 1 1  n  uLor v 

romombor 

repr oduce  sequence 
name  quote 
underline  locat? 
retrieve  skotch 
match  identify 
listen 
rocite 
suy 

ImEIuURY^v  ^^^.^^--^Tdentify 
ecipher  map 
doacribe 
ruNUERGEN/  diogram 
JH INK  I demonstrate 
find  ..t/idenca 
^ind  correct 
answer 
search 
axpl 'in 

outline 
produce   /  report 
convey 


research 
paper 

graph 

survey 


quer cion-i 
noire 

ommercial 


imagine  infer 
earranoo  pretend 
'claborato  write  paint 
recommen-\  de-y combine  reoroup  design   \  /diogram 
dotions     icid^roate  invent  compose 

predict  ectimntn  experiment    \    /  chort 
svnthQq^ga  oroduCR  construct 
'song     invention    cartoon  diorama  \  code 

^puppet  show    model    p ley    advertisement  map 

}antomine  newspaper     Tl/,  radio  show    now  gome 
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ORGANIZATION  AND  TEACHING  STRATEGIES 

As  with  any  new  program,  the  implementation  of  SOI  will  present  challenges  in 
organization  and  in  use  of  teaching  strategies.     Ideas  which  have  been  help- 
ful to  teachers  in  the  past  are  presented  here  so  that  they  may  be  used  by 
others.  ^ 

-For  easy  and  quick  identification,  color  code  materials  to  correspond  with 
the  colors  of  the  SOI  Operations  Workbook. 

-Check  existing  math  and  reading  materials,  and  code  them  for  SOI  use. 

-Keep  manipulatives  for  each  operation  in  a  large  box  or  on  a  separate 
shelf.     For  example,  all  materials  (games,  task  cards,  etc.)  for  Evalua- 
tion should  be  together  in  a  box  labeled  "Evaluation."    This  gives  mobil- 
ity and  helps  to  keep  the  materials  for  each  operation  separate. 

-File  curriculum    material  in  folders  labeled  with  the  trigrara  that  cor- 
responds to  the  activity.     These  can  then  be  pulled  as  needed. 

-Collect  materials  needed  to  complete' tasks  in  the  SOI  Abilities  Workbook. 
A  list  of  materials  needed  fc.  each  operation  is  presented  in  this  section 
of  the  guide. 

-Charts  which  identify  the  SOI  operations  and  wa.vs  of  defining  them  are 
helpful  to  the  students  as  they  become  acquainted  with  the  program. 

-Separate  student  folders  for  each  operation  for  assignments  and  contracts. 
Folders  can  be  coded  in  th3  color  used  for  the  operation. 

-At  first,  set  aside  a  particular  time  in  the  schedule  for  SOI  rather  than 
trying  to  introduce  its  principles  into  other  subject  areas.    As  the 
teacher  and  students  become  more  familiar  with,  the  concepts,  SOI  will 
eventually  affect  the  entfre  instructional  program. 

-To  begin,  the  teacher  should  introduce  one  operation  at  a  time.     Once  he/ 
she  feels  secure  about  it,  another  operation  may  be  added.     After  all  five 
operations  have  been  introduced,  students  may  rotate  through  them,  using 
either  five  groups,  one  for  each  operation,  or  five  activities  with  an 
operation. 

-Use  and  define  SOI  vocabulary  with  the  students.     Teachers  wil^  be  sur- 
prised how  quickly  students  pick  it  up  and  understand  the  processes. 

-As  the  teacher  becomes  familiar  with  the  program,  he/she  shoulc  show,  that 
SOI  is  not  an  isolated  part  of  the  curriculum.     Physical  education,  music, 
and  art  may  present  flgural  transformations  or  implications,  or  elements 
of  memory  or  evaluation. 

-Talk  to  students  about  how  they  solved  a  problem  or  how  to  train  the 
memory.     Students  will  begin  to  think  about  how  they  use  their  minds. 
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CHART  7 
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CHART  9 
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SOI  TASKS  TO  BE  USED  IN  REMEDIAL  READING* 


Cognition 

Task 

Alphabetizing 

Auditory  Perception 

Bead  Stringing 
Burled  Words 

Classification  of  Figures 
Cotnmand  Sequences 
Competitive  Planning 
Crossword  Puzzle 

Definitions 

Figure  Rotation 
Letter  Grouping 
Letter  Recognition 
Maze  Tracing 
Misspelled  Words 
Opposltes 
Paper  Cutting 

Perceptlon-Klneathetlc 

Visual  Closure 
Perceptual  Speed 
Pick  Up  Stlx 
Picture  Classification 

Matching 

Opposltes 

Rotation 
Reading  Implications 
Reasoning 
Rebus  ^t 

Rotation/Form  Board 

Scrainbl4d  Words 

Sensory  Perception 

Spoonerisms 

Story  Comprehension 

Synonyms 

Traclng-Klnesthetlc 
Visual  Closure 
Vocabulary 
Word  Analogies 

Classification 

Comparison 

Configuration 

Matching 

Word  Relations 
Square 

Transformations 


Cell 

CSC 

CSS 

CFS-A 

CFU-A 

CFS 

CST 

CFC 

CMS 

CFI 

CSI 

CSU 

DMT 

CMU 

CFT 

CSC 

CFi;-v 

CFI 
CST 
CMR 

CFI 

CFU-K 

CFU-V 

CSU-V 

CFI 

CFC 

CMC 

CFR 

CMR 

CFT 

CMI 

CMI 

CMT 

CFT 

CSU-V 

CMC 

CST 

CMT 

CMT 

CFR 

CFU-V 

CMU 

CMR 

CMC 

CMR 

CFR 

CSR 

CSU-V 

CSR 

CSI  ■ 

CMT 


Evaluation 


Task 


Cell 


Abbreviations 

F<5T 

Best  Name  Class 

Cartoon  Punch  Lines 

£<ni 

Comprehension 

Concept  Classification 

PMC 

Descriptions 

Figural  Similarities 

FFTI 

Form  Discrimination 

EFR 

Jumbled  Words 

EST 

Letter  Consistency 

Patterns 

ESU 

Logical  Deductions 

EMI 

Picture  Absurdities 

EMS; 

Classification 

EFC 

Evaluation 

EFU-V 

Matching 

EFU 

Similarities 

EFC 

Puzzle 

EFI 

Reading  Comprehension 

EMR 

EMT 

Related  Words 

EMR 

Rhymes 

EMR 

Sequences  of  Figures 

EFR 

Letter 

ESS 

Series:  Letter/Number 

ESS 

Verbal  Absurdities 

EMS 

EMU 

Analogies 

EMR 

Visual  Discrimination 

ESU 

EFU 

Vocabulary 

EFU-V 

EMU 

Word  Classification 

EMC 

ESC 

Pairs 

ESR 

Picture-Matching 

EMU 
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*Tasks  are  kept  separate  for  each  SOI 
workbook. 


Memory 


Task  Cell 


Analogies 

MMR 

Antonyms 

MMR 

Burled  Words 

MST 

Definitions 

MMU 

Descriptions 

MMI 

Digit  Span 

MSS-A 

Following  Directions 

MMS 

Gossip 

MMS 

Homonyms 

MMT 

Implications 

MMI 

Kaleidoscope 

MFT 

Memory  of  Classes 

MMC 

Figures 

MFU-V 

Names 

MSR 

Objects 

MFU 

Paired  Figures 

MFR 

Pictures 

MMU 

Position 

MFS 

Words 

MMR 

MMU 

Word  Classification 

MSG 

Misspelled  Words 

MST 

Mnemonics 

MSR 

Object  Recall 

MFI 

Placement  Memory 

MFR 

Story  Comprehension 

MMS 

Word  Bingo 

MSU 

Convergent  Production 

Alphabetizing 

NSS 

Antonyms  and  Synonyms 

NMR 

Bead  Stringing 

NFS 

Block  Construction 

NFR 

Camouflaged  Figures 

NFT 

Letters 

NST 

Numbers 

NST 

Cartoon  Strip  Sequences 

NMS 

Classification  of  Shapes 

NFC 

Codes:     Sentence  Construction 

NSS 

Translation 

NSR 

Configurations 

NFU 

Contractions 

NMU 

Copying  Signs 

NFU 

Deductions/Implications 

NMI 

Digit  Symbol 

NSU 

Form  Board  Manipulation 

NFR 

Job  Classification 

NMC 

Task  Cell 

Naming  Picture  Groups  NMU 

Word  Groups  NMU 

Parts  of  Speech  NMR 

Picture  Classification  NFC 

Completion  NFI 

Sequences  NFR 


Reading  Implications 

NMI 

Reconclllatlon/Opposltes 

NMT 

Scrambled  Sentences 

NMS 

Sequences-Associations 

NFR 

NMI 

NMS 

Tying  Bows 

NFR 

Unusual  Uses 

NKT 

Verbal  Analogies 

NMR 

Visual  Discrimination 

NFU 

V/orld  Classifications 

NMC 

Groupings 

NMR 

Writing 

NFU 

Divergent  Production 

Building  Ideas 

DMU 

Classification 

DMC 

of  Figures 

DFC 

of  Shapes 

DFC 

Composition 

DMT 

Consequences 

DMT 

Creative  Titles 

DMU 

Elaboration 

DFT 

Idea  Classification 

DMC 

Implications 

DMI 

Initials 

DSR 

Proverbs 

DMI 

Reading  Comprehension 

DMU 

Rhyme  Production 

DMR 

Sentence  Building 

DMS 

Sequences 

DMS 

Similes 

DMS 

Unusual  Uses 

DMU 

Vocabulary  Building 

DST 

DSU 

Development 

DSU 

Word  Building 

DMC 

Classification 

DSC 

Production 

DMU 
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RESOURCES 

The  materials  in  this  section  are  included  for  teacher  reference  and  to  provide 
assiscance  in  planning  and  developing  an  SOI  program.     This  section  includes 
the  following  headings: 

Teacher  Reference.     Materials  helpful  to  the  teacher  for  personal  reference- 
materials  which  can  be  used  in  the  classroom  program. 

SOI  Classification  of  Educational  Materials.     Commercially  prepared  materials 
coded  to  correspond  with  the  SOI  factors. 

Ericson  Elementary  School  Lab  Materials.     Materials  used  in  San  Diego  City 
Schools  Gifted  Program  SOI  pilot  at  Ericson  Elementary  School. 

Materials  List  for  SOI  AbUitip..'^  WnvPhnnP      A  list  of  items  needed  in  order 
for  students  to  complete  the  SOI  Abilities  Workbook  activities. 

Guide  to  Curriculum  Activities  Based  on  the  SOI  Factors.     A  grid  on  each  of 
the  five  operations  identifies  the  type  of  curriculum  which  corresponds  to 
each  factor.    This  grid  is  useful  in  identifying  materials  for  the  SOI  factors 
and  developing  activities. 

SOI  Institute  List  cf  Materials  and  Services 
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Teacher  Reference 


Aleksich,  Rue.     Vowel  Owl:    PHmarij  Phonics;  Sound  Soda;  Activity  Book;  Lan- 
■juaje  Lotlivop;  Haj^ij  (at  Award  Pad;  Toj^  Bird  Award  Pad;  Happy  Dog  Award 
Pad;  Super  Work  Award  Pad.     Kids  &  Co.,  P.O.  Box  49034,  Lo3  Angeles. 
CA  90049. 


Borowsky,  George,  et  al.     Yellow  Pages  of  Learning  Resonroes.  '^^roxi^  for 
Environmental  Education,  Inc.,  1972. 

Brown,  Charles  M.    Transmogrifications  of  Ali-Babi  and  the  Forty  Thieves,  The 
Three  Little  Pigs,  and  Goldilocks  and  the  Three  Bears.     Los  Angeles: 
University  of  Southern  California. 
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Burns,  Marilyn,  and  Hairston,  Martha.    The  I  Hate  Mathematias  Book,  Boston: 
Little,  Brown  and  Company,  1975. 

Caney,  Steve.     The  Play  Book  and  Toy  Book.     New  York:    Workman  Publishing 
Compa-y,  1972. 

Cardozo,  Peter.     The  Whole  Kids  Catalogue.     Toronto:    Bantam  Books,  1975, 

Carini,  Edward.     Take  Another  Look.     Englewood  Cliffs,  NJ:    Prentice-Hall,  Inc.. 
1970. 

Cveatioe  Pr-esaHptions  Unlimited,  Grades  1-2;  3-4;  S~6;  7-8.     East  Whittler  City 
School  District,  Eleanor  M.  Manning,  Director .     ESEA  Title  III;  Developing 
Divergent  Modes  of  Thinking. 

DeBono,  Edward.     Lateral  Thinking:    Creative  Step  by  Step.     N:'w  York:  Harper 
and  Row  Publishers,  1970. 

Dcubleday,  Eric.     Ter<t  Your  Wits,  Vol.   1,2,3.     New  York:    Ace  Books,  1972. 

Dudeney,  Henry  E.     ,5^5  Puzzles  and  Curious  Problems.     New  York:  Charles 
Scribner's  Sons,  1967. 

Eberle,  Robert.     Scamper.     New  York:    The  D.O.K.  Publishers,  1971. 

Educational  Services,  Inc.    Anchor.     Stevensville ,.  MI:     Educational  Services, 
'  Inc. ,  1974. 

Farallones.    Making  Places,  Changing  Spaces  in  Schools,  at  Home,  and  Within 
Ourselves.     New  York:     Random  House,  1971. 

Forke,  George  R.    A  First  Book  of  Space  Form  Making.     San  Francisco:  Geobooks, 
1974. 

Freedman,  Miriam,  and  Perl,  Teri.    A  Sourcebook  for  Substitutes  and  Other 
Teachers.     Menlo  Park,  CA:    Addison-Wesley  Publishing  Company,  1974. 

Folsom,  Franklin.    The  Language  Book.    New  York:    Grosset  and  Dunlap,  1963. 

Gardner,  Martin.    Mathematical  Puzzles  and  Diversions  from  Scientific  Ainerican 
and  Mew  Mathematical  Diversions  from  Scientific  American.    New  York:  A 
Fireside  Book  published  by  Simon  &  Schuster,  1966. 

Gelatt,  H.,  et  at.    Decisions  and  Outcomes:    Leader's  Guide  and  Student  Workbook. 
New  York:     College  Entrance  Examination  Board,  1973. 

Gellis,  Marilyn.    Thinki sthenics  Exercises  for  the  Brain.     Palm  Springs,  CA: 
Thinkisthenics,  1971. 

Gillespie,  D.  Craig.    l/eepte-People.    McGraw-Hill  Book  Company,  1972. 

Greer,  Mary,  and  Bubinstein,  Bonnie.    Will  the  Real  Teacher  Please  Stand  Up? 
CA:     Goodyear  Publishing  Company,  1972. 

Grimm,  Gary,  and  Mitchell,  Don.  Mostly  Me.     Carthage,  IL:     Good  Apple,  Inc  , 
1976. 


Gordon    w.  J.  J.,  and  Proze,  Tony.    Strange  and  Familiar  and  the  MetaphoHaal 

197Q     ^^^^"1?        Knowing,     Cambridge,  MA:    Synectics  Education  Systems, 

Hart,  Harold  H.    Gvah  a  Pencil,  Vols,  i,  2,  3.    New  York:    Hart  PublishinR 
Company,  1971.  * 

Heller,  Ruth.    Maze  Graze.     San  Francisco:    Troubador  Press,  1971. 

Herr,  Selraa.    Peroeptual  Cormuniaation  Skills.    Teaahers  Manual  and  Workbook. 
Instructional  Materials  and  Equipment  Distributors,  1968. 

Hoffman,  James.    Cvitiaal  Inaidenta:    Later  Elementary  Dupliaating  Masters. 
Birminthara,  MI:     Instructional  Fair,  Inc.,  1972. 

Howe,  Leland  W.  and  Mary  M.    Personalizing  Education:    Values  Clarification 
and  Beyond,     New  York:    Hart  Publishing  Company  Inc.,  1975. 

Juster,  Norton.    The  Phantom  Tollbooth.    New  York:    Random  House,  1967. 

Kaplan,  Sandra, et  al.    A  Young  Child  Experiences :    Activities  for  Teaching  and 
Learning.    Pacific  Palisades,  CA:    Goodyear  Publishing  Company,  Inc.,  1975. 

Kanlan,  Sandra,      at.    Change  for  Children.    Pacific  Palisades,  GA:  Goodyear 
Publishing  Company,  Tnc,  1975. 

Koziskin,  Vladimir.    Afas^s.     New  York:    Grosset  and  Dunlap,  1971. 

Labiberte,  Norman, and  Kehl,  Ritchey.    100  (Ways  to  Have  Fun  with  an  Alligator) 
and  100  (Other  Involving  Art  Projects).    New  York:    Art  Education  Inc.. 
1969. 

Lear,  Edward.    Nonsense  Books.    Boston:    Little,  Brown  and  Company,  1888. 

McKim,  Robert.    Experiences  in  Visual  Thinking.    Monterey,  CA:  Brooks/Cole 
Publishing  Company,  1972. 

Meeker,  Mary  Nacol.    The  Structure  of  Intellect:    Its  Interpretation  and  Uses. 
Columbus,  OH:    Charles  E.  Merrill  Publishing  Company,  1969. 

Meeker,  Mary.    SOI  Abilities  Workbooks  on  Cognition,  Evaluation,  Memory,  Di- 
vergent Production,  and  Convergent  Production  for  the  Gifted,    El  Segundo, 
CA:    SOI  Institute,  1973. 

Mey<n',  Jerome.    The  Provocative  Puzzler.     Scholastic  Book  Service,  1965. 

Myers,  R.  E.,  and  Torrance,  E.  Paul.    For  Those  Who  Wonder,    Boston:  Glnn 
and  Company,  1966. 

Myers,  R.  E.,  and  Torrance,  E.  Paul.    Plote,  Puzzles,  and  Ploys,     Boston:  Glnn 
,and  Company,  1967. 

Myier,  Rolf.    Mazes:    60  Beautiful  and  Beastly  Ldbyvinths  with  Solutions. 
New  York:    Pantheon  Books,  1976. 
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Hosier,  Gerald.    ::hru*;w:n  Your  Wita.     New  York:     Doubleday  Corar  my,  1971* 

Newell,  Peter,  j//^^  cmd  Tuvojs.     New  York:     Dov^r  Publications,  1964* 

Ogg,  Oscar.     T-c'  'to:  ii-ytt^^  -j.     New  York:     Thomc)j5  Crowell,  1966. 

Orleans,  Selma  and  Jac-k.     }(*>u*''  ;\     New  York{    Grosset  and  Dunlap, 

1974. 

Parnes,  Sidney  J.     .V.'/tM\    :<r;ur^'.^-^r  Wopkhook.     New  York:     Charles  Scribner's 
Sons,  1967. 

Phillips,  Louis,     r-v:  AyiinwU^'d  rhmbtac^k  lldlroad  Pollhouse  md  All  Around 
.iurr  r':;,.:  Philadelpiiia  and  Nuw  York:     J.  B.  Llpplncott  Company, 

197  3. 

Postman,  Neil^and  Weingartner.     Tcac^hina  as  a  Subversive  Activity.     New  York: 
Delta,  1969. 

Raskin,  Bruce     (ed.).    Tlw  Wliolc  Lc\umtng  CataiO'jue.     Palo  Alto,  CA:  Education 
Today  Company,  1976. 

Realcy^U^  id-j^wr  Tr..ioci*i3  'md  T.^sta.     New  York:     Funk  and  Wagnalls,  1967. 

Roth,  Arnold.        ^^k      /'.  .fK  nr  fui.irJ.rs.     New  York:     Scholastic  Book  Services, 
1973. 

Sackson,  Sid.     r^-*.nid  Tic*  Tac  Toe.     New  York:     Pantheon  Books,  1975. 

Schrank,  Jeffrey.     Ti^Cxchiruj  Himan  Icinas:     101  Subvepjioe  Activities  for  the 
CUiSin'oorn.     Boston:     Beacon  Press,  1972. 

Seymor,  Dale.     7  DijVomnth.     Palo  Alto,  CA:     Creative  Publications,  1971. 

Shadier,  Reuban.     ViL*-A-Pur>:di\     Palo  Alto,  CA:   ^Cr^eative  Publications,  1970. 

Shepherd,  Walter.    Maries  ani  Labyrinths.     New  York:    Dover  Publications. 

Silvey,  Linda.     U'o-Hinij  Polyhcdy*a.     Palo  Alto,  CA:     Creative  Publications, 
1972. 

Simon,  Sidney,  and  Howe,  Leland  W. ,  and  Kirschenbaum,  Howard.     Values  Clarifi^ 

'utinn.     New  York:  Hart  Publishing  Company,  Inc.,  1972. 

rriii'hiH'j  :>tn[f  r'ji.^i]  in  Dnoc  ioj:  Chi  ldrcn*r>  Creative  Thinking.     El  Cajon,  CA: 
Cajon  Valley  Union  School  District,  189  Roanoke  Road,  Box  1129,  92022. 

Torrence,  E.  Paul.     C^ouruln  anil  hvaacn.     Ginn  and  Company,  1965. 

Townsend,  Charles  Berry.     -Iarli>i^r>  rur^rJ-cr*.     11.  S.  Hamond,  Inc.,  1976. 

'  Itzman,  David.    My  Pai^kyav  I  Hi r-tc^y^y  Pook.     Boston:     Little,  Brown  and 
(;ompany ,  1975 . 


SOI  Classification  of  Lducatlnn^l  Material « 

(PAR  Project,  Austin  State  School,  Austin,  Texas) 

Company  Materials  Code 


Ins true to 


Language  Concepto  In  Song  mMU 

Slfo  Puzzles  Q-p^ 

Color  Pattern  Board  '  CFR,  CPS,  NFS, 

CPU,  MFU,  ^^FS 

Discovering  Opposltes  nPC,  EPC,  CFC 

Groovy  Numerals  nSU 

Sort-a-Card  CPC,  MFC,  MFR,,  Ntc 

Functional  Sign  Match  Up  CMR 

Useful  Signs  to  See  and  Read  CMU 

Giant  Alphabet  Box  CSU 

Beginning  Numbers  Posters  cSU 

Flt-a -Group  Q-pR 

Season  Flannel  Visual  Aids  CFR,  NFR 

Magnetic  Primary  Counting  Shapes  CFr' 

Flannel  Board  Story  Kits  MM:> 

Animal  Learning  Shapes  cFR 

Peg  Board  Sets 

Modern  Math  Kindergarten  Kit  cSU  (numbers) , 

CFR  (shapes) 

Community  Workers  CFU 

Matchups  /jilmals  and  Where  They  Live    NFR,  CFR 

Balanced  Meals  cFU  CMS 

Color  Charts  cFu[  CMU,  CMR 

Study  of  Plant  Growth  CNU,  CNS 
Magnetic  Counting  Discs  and  Thirty  NFS* 
Frame 

Cars  and  Trucks  cFU  CFC 
The  Farm 

I.nstructo  Stepping  Stones  CFR,  CSR 

The  Black  Family  CFU,  CFR 

Community  Helpers  at  Work  CFR 

Useful  Signs  CMI 

Vegetables  and  Fruits  CFU 

Opposite  Concepts  qtr^  CFU 

Color  Recognition  CFU 

Numerals,  Words,  Symbols  CSU,  CMU,  CFU 

Dominoes  cFR,  NFR 

Seeds  and  Their  Travels  CFU,  CPS 

Safety  on  Streets  and  Sidewalk  CMI,  CMR 

Nutrition  cMC,  CMI,  CFC 

Walk-oii-Number  Line  CFR,  CSR 

Concept  Builders  (Animals)  CMU,  NFC 

Concept  Builders  (Shapes)  CPU,  CFC 

The  Community  CMS 

Arithmetic  Readiness  Vocabulary  CFU,  CMU,  CFR 

Magnetic  Seasons  CMS,  EMS 

We  Learn  to  Count  cSS 

Magnetic  U.S.  Coins  cSS 

Know  and  Show  Alphabet  cSU,  NMU 
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Company 
Instrucco 


Understanding  (Jur  Feelings 
Understanding  Our  Fee  lings 
Magnet  ir  Numerals 
Number  Names  t<  Symbols 
Magnetic  Fraotlonal  Circles 
Set  Dominoes 
Concept  Builders  (Food) 
We  Dress  for  the  Weallier 


rrend  Knterp rises 


Color  and  Sb.ape  Bingo 
Number  Chart  Fun 
:'unch-a-Sliape 
Thinking  Skills  Cards 
Number  l-lO  Cards 
Miss  and  Match  Puzzles; 

Missing 
Before  and  After 
Number  Sequence 
Colors  and  Shapes 
1-5  Tactile  IM a cements 


What's 


American  Abacus 


Numlier  \id 


Handicraft  Weaving  Loom 

Developmental  Learning        Body  I'uzzle 

Tlie  Many  Faces  of  Chfldren 
Storytelling  Fosters 
Lac Ing 

Auditory  Perception 
Auditory  Training:  Familiar 

bounds  Tape 
Body  Concept  Spirit  Master 
Seasonal  Stencils 
Ai  lmal  Stencils 
Farm  and  Transportation 
Shapes 

Lacing  Cards 

Colored  Blocks  In  Squares 
Colored  Stringing  Shapes 
Design  Cards,  Colored  Cubes 
Assorted  Puzzles 
Functional  Signs 
Colored  Cubes /Cards 
Same/Different  Cards 
Parq uetry 

Functional  Signs  Match  Up 
Association  Picture  (lards 
Today's  Date  Box 

Auditory  Perception,  Training  Memory 


Code 

DM,  DM1 

CMR 

CSU,  MSS,  MMS 
MSU 

CFR,  CFS 

CFR 

CFC,  EFC,  NFC 
EFR,  EMR,  EMI,  CMI 

CFC 

CFR,  CMR,  CSR 

NFU,  NSU 
CFR 

CFR,  CMR 

CFU,  CFR,  EFR 

CMI,  CFR,  CMR 

CSU,  CSS,  NSU 
CFR 

SCR,  CFR,  EFR 


CSS 


NFS 


CFR,  NFR 
CMU,  CMR 
CSS 
NFU 

CMC,  NMR 

CFU 

CFR 

NFU,  CFU 
NFU,  CFU 
NFU,  CFU 
NFU,  CFU 
NFU,  CFU 

CFU,  CFR,  MFU,  MFR 

CFU,  CFR,  MFU,  MFR 

NFR,  MFS,  NFS,  MFR 

NFR,  CFR 

CMU,  CMI 

NFR,  MFR 

EFR 

NFR,  MFU 

CMR 

CFC,  NFC,  CFR,  NFR 
CSS,  CMS,  NSS 


?8 


Company 

Wfcstern  Publishing  Co. 

Ambi  Toys 
Lauri 


Milton  Bradley 


Materials 

Animal  Lacing  Cards 
Shapo  Lacing  Cards 

Dimeasionr 1  Puzzle 

Fit-a-Group 
3  D  Numerals 

Fit-a-Square-Fit-a-Circle 
Fit-a-Shape 

Individual  Clock  Dials 

Daily  Calendar 

Traffic  Signs 

Color  Stacking  Discs 

Plant  Growth 

The  Seasons 

The  Family 

Story  Kits 

Musical  Instruments 

Useful  Signs  to  See  &  Read 

Space  Relationship  Cards 

Sequence  Cards 

Alphabet  Pictures  Words 

Fraction  Discs 

Beads  and  Laces 

Checkers 

Assorted  Puzzles 

Walk  on  Number  Squares 

Story  Cards  (Tell  \;hat  Is  Missing) 

Arlthme-Sticks 

Phonetic  Quizmo 

Flash  Words 

Summit-Global  Strategy 

Homonym  Poster  Cards 

Synonyiii  Poster  Cards 

Antonym 

Hundred  Chart 

Pick  Pairs  Game 

Map  of  U.S.  &  World  Puzzle 

Tick  Tock  Primary  Clock 

Checkers-Acey-Deucey-Backgammon 
Money  Cards 

Tell  Time  Quizmo 
Cards,  Numbers  1-10 
Multiplication  &  Division  Quizmo 
Clock 

Dial  and  Spell 

Flash  Carda  (Addition,  Subtraction, 

Multiplication,  Division) 
Colored  Dot  Dominoes 


Code 

NFU,  CFU 
NFU,  CFU 

CFR,  CMU,  CFU 

CFR 

CSU,  CFR 

CFR 
CFR 

CSS,  CMS 
CMS 

CMU,  CMI 
CFR,  CMU 
CFR,  CFU 
CFU,  CFR,  CFC 
CFR,  CFU 
CFU,  CFR 

CFU,  CFR,  MFR,  MFU 


EFR, 

CFS, 

CMU, 

CSS 

CFU, 

NFS 

CFR 

CSR 

CFU 

CSS, 

CSU, 

CMU 

CFI, 

EMR, 

EMR, 

EMR, 

CSS 

EFU, 

CFR 

CFR, 

NFS 

CFU, 

EMS, 

CSS, 

ESS, 

NMS, 

CFR, 

CFU, 

NSS 


CMR,  EMR,  CFR 

EFC,  CMS,  EMS 
CMR 

CFR,  MFU,  MFS,  NFS 


CFC 
ESU 

CFR 

CMU,  CMR 
CMU,  CMR 
CMU,  CMR 

EFR,  CFU,  CFR 

NMS,  CMS 

CMU 

CMS,  CSS,  ESS 
CSU,  CFU 
CSS,  ESR,  CSR 
NFR,  CMS,  CSS, 
CMR,  NMR 
CMU 


CFC,  CFR,  NFC 
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Company 

Milton  Bradley 
Ideal 


Materials 


Code 


Edukaid 
Whitman 


Inst  rue  tio 

\ 


Play  Doh 


Addition-^Subtraction  Quizmo 

NSS, 

CSR, 

ESR 

Vegetables  and  Fruits  Poster  Cards 

CFU, 

CFC, 

EFC 

Knlar^ed  Place  Value  Stickc: 

onj\ 

Babv  Bolts 

Lr  K 

Setiuence  Pi(*fi«rpQ 

Nr  b 

Stencils  for  Tracing 

MFTI 
r  u 

Perceptual  Oeveionment  f^irrlcj 

IN  r  u 

^DC  L 

1  N 

MTTIT 

Mr  u 

V  be  L 

^) 

Classification  fhartq 

rvr 
or  o  , 

Hew  to  Tie  a  Bow 

CV^ 
kj  r  o 

Colored  Cubes 

or  u  , 

PVD 

or  £\) 

MFU, 

Sequence  Cards 

PVf  c 

LMb , 

hnb , 

EFb 

Counting  Bars 

or  D 

Cubical  l^nun^■^ncy  Rlnrl^c 

Conununitv  Heloer  Crossunrd  Pn^^lp 

PMD 
oWK  1 

b 

TranSDOr^"  ?lt"  1  nn  AnH    Pnmmnn-f  r''l^'l  nn 

PVTD 

Lnb , 

NMb 

Crossword  Pu^^Ip 

l;iQt""fc   NfPAQiiT'ino  Tttc 

P  c  c 
Lbb  , 

CMS 

I^lrlCG  V;iliip  RnnrH 

pec 
Lbb  , 

XT  C  C 
Nbb 

Sundial 

P  c  c 
Lbb  , 

Larce   Rul  ptq    ^^f^PTnnnQ^rA^*^  nn^ 

pec 
t»bb 

Rhvniinp  PwyyA  p 

CMU, 

cvu 

Subtraction  Flash  Cards 

NSS 

Hash  Cards  Addition 

NSS 

Thermometer 

CSS, 

ESS 

Smokey  the  Bear  Game 

CFR, 

CSR 

Crossword  Puzzles  (food) 

CKR, 

NMR 

rlnlidrlV   PTnQQunTH  Piiryyloc 

KTVTD 

Number  Tree 

CSS, 

CSR 

Flash  Tardq   (-¥  anH  -'i 

Hi  Ho  Cherrv  0 

rvn 
or  i\ 

SuDGrman  Flvinc  Bin en 

r  L> 

Lacing  Cards- 

NFR 

HeLp  Yourself  Picture  Nouns 

EMR, 

CMR 

Let  ^s  Do  Dots 

CFR 

CSR 

Beginning  Arithmetic  Grades  1  &  2 

NSS 

Bingo  for  Young  &  Old 

CSS 

Puzzles 

CFR, 

NFR 

Classification  Game 

CFC, 

NFC 

Numerals  and  Counting  Shapes 

CFU, 

^tFU, 

NFU, 

csu 

My  Face  and  Body 

Positions  in  Space  Posters 

CFR, 

NFR 

Modeling  Clay,  Papler-Mache 

NFU 

Play  iJoh 

NFU, 

DFU 

10 


ii 


Company 
M.  I.  Toys 

Ben-G 

Cook  Publishing  Co. 

Chandler 
Mattel 


Materials 

Plastic  Building  Blocks 

Ben-G  Reading  Puzzle 

hen-G  Number  Concept  Puzzle 


Code 

NFR,  DFU 

CFR,  CMR 
CFR,  CSR 


Facts  Abo-it  Drugs  CMi,  CFU 

Social  Development  Teaching  Pictures    CMR,  EMI 


Scenic  Picture  Cards  Primary 


Farmer  Says 


CFU 


CFU,  CFR 


Sweet  Education  Supply        Flannel  Board  Visual  Aids  (food)  CFU,  EFU,  CFC,  EFC 


Western  Publishing  Co.        Bead  Frame  SRA 


Dolch 

Doubleday 
Webber  Costello 
Grove-Tex 

Cupid 

Watkins 
Imperial 
Wollensak 
Bowmar 

Continental  Press 
Child  Guidance 


My  Puzzle  Book  I 
Pay  the  Cashier 

Learning  Numbers  Is  Fun 

Count  t.)  Ten 

Money 

Money  Coins  (metal) 
Time  Learuer  Clock 


Pass-0 


CFR,  CSR,  ESR,  CSS, 
ESS 


CMR,  CMS 
CSS 


NSS 

CSS,  NSS 

CFU,  CMU  , 
CSS  \ 

NMS,  NFR,  CMS,  CFR, 

CMR,  NMR 

CFR,  NFR  V 


We  Learn  the  Colors  and  their  Names  CMR 


Ins true to  Activity  Kits 


Body  Image  Kit 


Toy  Money 


Giant  Alphabet  Box 
Mechanic's  Bench 


Standard  Publishing  Co.      Holidays  and  Seasons 

31  ' 


CFC,  CFR,  CFU,  EFC 

CFR,  EFR 

CFS 

CSU,  CSS,  CFU 
CFR 

CFU 


Company 

Hasbro  Industries  Inr 


TwI  Ilk  1  V  Pop   Jfwu  1  s 


Code 


CFU,  CFR,  MFU,  MFR, 
MFS 


llayos  !\ibl  Lshin^.>  Co.  Cood  Manners  PosLers  CMI 

IkMlth  l\)sters  CMI 

IVacher  Made  Matclmi)s:     Anlnuils  and  Homes  CFR,  EFR,  CMR,  EMR 

People  and  Jobs 

Colors  and  Shapes 

Domestic  Animals  and  Pets  CFU 

'''1^^^  I'^^mj  I  v  CFU,  CMU,  CMR 

The  Kami  CFU 

'^tory  Kit  CMS,  CFU 

Seasons  CFS,  CFG 

Animal  I.oito  CFR,  CMR 

Number  Binj^o  1-10  CSR,  ESR 

Sha))e  Cardh.  CFU 

Numbers  Clards  1-10  CSS 

Days  of  Week  Cardh  CMU 

Months  of  Year  Clards  CMU 

Seasons  Cards  CMU 

Puzzles  CFR 

Temp  fates  NFU 

Match  for  Shape  and  Color  CFR,  CSR,  NSR 

Number-Shape  Bingo  CSS,  CFC,  EFR 

l^iat's  Missing  Cards  CFU 

rfiart  of  Pottery  Figu  es  and  MFU 

Pottery  Figures 

Body  Parts— What*  s  Missing  CFR,  CFI 

Classification  of  Happy  Faces  CFC,  CMC,  EFC 

flown  Face  with  Numbers  MSU 

Memory  Chart  and  Cards  MFU 

Cursive  Tracing  Boards  NSU 

Money  in  the  Bank  CSS,  CSR,  ESR 

Clock  CSS 

Word  Cards  (Dlstar)  CMU 

Clocks  (Different  Times)  CSS,  ESS 

Months  of  Year  CMS 

Cards-Items  with  Price  ESR,  CSU,  CFU 

Addition  (House  No.)  CSR 

Cards  (food  with  price)  ESR,  CSU,  CFU 

Addition-Subtraction  Game  NSR,  ESS 

I'dueatlonal   Pn^jects  Seasons  Learnin';  Manual  NMR,   CMR,  EMS,  EFU, 

EMR 

Pl.'/seh(^nl  Association  Pu?.zle  CFR 

Tov  Builder  NFU,  DFU 

Tr  ianpj  e  Piiiii'.les  CFR 

Mateh~Up  Pu/,zles  CFR,  EFR,  CMR,  EMR 

Rainbow  Tree  ,>f  CFR,  NFS 


Company 
Playschool 


Creative  Playthings 


Trnnsogram  Co, 


Ni  f tv-Houston 


Sifo 


(Jarrard 


Kdu- Cards 


Materia  I s 

Parquetry  Blocks 

Color  and  Shape  Holder 

Workbench 

Matchups 

Nested  Blocks 

Abacus 

Shape  Groups 
Fractional  Fruits 


Code 

CFR,  NFR,  MFR,  MFU 

CFU,  CFR 

CFR 

CFR,  NMU 

EFR 

CFS 

NFC,  CFC 
CFR,  EMR 


Tom  &  Jerry  Adventures  in  Blunderland  CFR,  CSR 


Math  Binao 


Puzzles,  Low  Primary 

Puzzles 

Clock 


Wlio  Gets  It? 

Picture  Readiness  Game 

Dolch  Basic  Sight  Vocabulary  Cards 

Dolch  Popper  Words 

What  the'  Letter  Says  (Dolch) 

Jumbo  Lotto  "Community  Helpers" 
Lotto— The  World  About  Us 
Zoo  Lotto 

V/hat's  Missing  Lotto 

ABC  Lotto 

Farm  Lotto 

Go-Together  Lotto 
Object  Lotto 

Riddle-a-Rhyme 

Simple  Object  Bingo  (color-cued) 
The  World  About  Us  Lotto 


CSS 

CFR 
CFR 

NMS,  NFR,  CMS,  CS^, 
CFR,  CMR,  NMR 

CFR,  EFR,  CMR,  EMR 
CFR,  CFU,  NFR 
CMU 
CMU 

CMR,  CSU,  EMR,  ESR 


CFR 

CFR, 

CMR, 

EFR, 

CFR, 

CMU 

CSR, 

CMU, 

EMU , 

CFU, 

CFR, 

CMR, 

EFU, 

CI-fR 

CFU, 

EMU, 

CMU 


CMR 

CFR,  EMR,  CMU, 
EMU,  EFU,  CFU 
CFU,  EMU,  EFU, 

CRR,  CMR,  CSU, 

CFU,  ESR 

CFC,  CMC,  EFU, 

CFR,  CMU 

EFU,  EFR 

CFR,  CFC,  EMU, 

CFU,  CMU 

CFC,  EFR,  CFR 
i<FU,  CFR,  CFU, 


Ha  lima rk 
Co  lor f  orms 
Shackman 


Spelling  Kit 


Shapes,  Colors, and  Forms 


CSC 


Little  Red  Riding  Hood  Colorforms         CFR,  DMS 


CFR 
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Company 
Toy  I'LnkLTs 

MI  I  ton  Hradley 


Matt"  rials 
TlnkLTtiivs 


IVmih  Counting  Frame 
Human  liody  Parts 


Alliod  Kdurational  (,)'llaro  StaritL-  I'rogram 


'I'oo  1  s  for  KdutM  t  i 


on 


KL-nworthv  Kd .  Service 


Ce  I  I  I'S-W  idmor 


Stork 
.lud 


McC raw-Hi  1 L 
Kohiio  r 
15 1 1  nd 

Fl.siit'r-i'riof 

Ciii  id's  World 

lia  1  (•  rum 

DI.M  ^  Id*al 
Milton  Uraiilt<y 
l'!aysclio(.>l   \  i)I,M 
Crown  \  Ln.structo 


Numl)cr  Aid 

IMiouIl'  IJummy  Sot  A  fx  B 
I'lionirs  for  Reading 

Play  Way  "Look"  Dolch 

liasio  Plu'asc  Flash  Cards 

C^ardboatd  Clocks 
Clock 

Fractional  Circles 
Number-Kite 

Teacii  Me  Phonics  Flash  Cards 

i'u/.xle  Blocks 

Cardboard  Words 

Teleplioncs 
Lacing  Shoes 

Animals  Tliat  Provide  Food 
Animals  That  Help  Us 

Sum  Stick 


P.-ir(iuet  ry 


Flash  Cards   (4-  and  -) 


Color  Cubes /Design 


l)oniinoe 


Code 
DFS 

CFS,  NFS 

CFR,  CMR,  EFR,  EMR 
EFU,  ESU,  CSU 
CSS 

KMR,  CMU,  CMR 
NMU,  CMU 

EMR,  CMR,  CMU 

CMS 

CSS,  NSS 

CFR,  NSS,  CSS,  CSR, 

NFU 

NFS,  NSS,  CSS 
CFR,  CSS,  CFS 

CFU, .CMU 

NFR 

CMS 

CFS 
CFR 

CFU,  CFR,  CMR 
CFU,  CFR,  CMR 


CSS,  ESR,  NSR,  SCI, 

ESI 


NFR,  MFU 

CSR 
NFR 

CFR,  NFR 


■is 


Company 


Materials 


Mliton  Bradlay  &  Ideal        Peg  u  Number  Boards 


Piatt  &  Munk 


Sifo,  Playschool 


Seichow  &  Righter  Co, 


Preschool-Elementary  Ed, 


Animal  Picture  Puzzles 

Wooden  Puzzles 

Scrabble  for  Junior 

Moods  &  Emotions  Teaching  Pictures 

Count  and  Match  Kit 

Counting  Blocks 

Puppet  Playmates 

Phono-Viewer  Programs 

Aquarium/Fishes 

Farm  Animals  Picture 

Puzzles 

Language  Concepts  in  Song 
Positions  Poster 
Fabric  Texture  Book 
Number  Sequence 
Colors  and  Shapes 
Number  1-10 

Giant  Beaded  Dominoes  &  Number  Cards 
Picture  Word  Builder  Puzzle 
Magnetic  Counting  Disc  and  Thirty 
Frame 

Learn-to-Write  Manuscript  Letters 

Form  Puzzle 

Wooden  Traffic  Signs 

V/ooden  Puzzles 

Beads 

Add-a-Count  Scale 
Shape  Board  and  Shapes 
Flannel  Animals 
Flannel  Pets 
Flannel  Cars  and  Trucks 
Animals  in  a  Pond 
Arithmetic  Readiness 
Understanding  Our  Feelings 
Discovering  Opposites 
Classification  Game  (seasoi  0 
Fractional  Pies 
Number  Cards 
Time  Games 

Match  Puezle  Picture  with  Words 
Alphabets 

Desk  Calendar  (for  students) 
Tennis  Shoe 
Count-a-Ladder 
Bead  Boards 
Nuts  and  Bolts 


Code 

CSR,  NSR 
CFR 
CFR 
DMU 

EMR,  CMR 
CFR,  CSR,  CSS 
MFU,  CFU,  MFS,  NFS 
NFU 

CMR,  CSS  (numbers) 

CFU 

CFU 

CFR 

MMU 

CFR 

CFU,  CFR,  CFC 
CSU,  CSS,  NSU 
CFR 

CFR,  CMR 
CFR,  CSR,  CSU 
CMR,  CMU 
CFR 

NFU,  MFU 
CFR 

CMU,  CMI 
CFR 

NFS  (If  copying) 
ESR 

NFR,  CFR 

CFU 

CFU 

CFU 

CFU 

CFU,  CMU,  CFR 

cm 

CFR 

CFR,  CFC,  NFC,  MFR 

NFU,  NSU 

NFU,  CFU,  CSU 

NSS,  CSS 

CFR,  CMR,  CMU 

CSU 

CMS 

NFS,  NFR 

CSS,  NFS 
CFS 

EFR,  NFR 


ERIC 
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.V 


Company 


Mater  Lais 


Code 


I'resohool-Klemen    iry  Kd , 


Tracing  Cards 
(Iroovy  Letters 
ilroovy  Numerr.ls 
Bead  Patterns 
S(.'ging  Cards 

Dimensional  Color  Block  Design 

Buzzer  Board  Pattern  Cards 

I'osition  in  Space  Posters 

Sequential  Picture  Cards  IV 

Sequential  Picture  Cards  II 

Association  Picture  Cards 

Reaction  Cards 

Time  Teacher 

Spatial  Relation  Cavds 

Number  Poster  Cards 

Vowels  Link  Poster  Cards 

Flannel  Cutouts 

Clock  Dials 

Counting  Vrames 

Bingo 

Visual  Memory  Cards 
Door  Locks 
Flannel  Board  Aids 
Pick  Pairs  (see  box  lid) 

Beginner's  Number  Poster  Cards 
Cars,  i' rucks  (wood) 
Wood  Templates 
Rubber  Animals 
Cloth  Books 

Lacing  and  Zipper  Boards 
Color  and  Shapes  Matching 
Let's  Play  Safe 
Number  Tree  and  Pegs 
Color,  Squares,  and  Sliapes 
Food  Cards 

Matching  Color  &  Shapes 
Abacus  Board 
Large  Cardboard  Coins 
Smal 1   Felt  I  otters 
i,aminated  Math  Cards 

(measurement,  money,  etc.) 
Number  Cards  1-JOO 
Clock  Flash  Cards 
Spalding  Pluinograms 
Plastic  Alphaliet  Squares 
'•unctional  Sign  Cards 
Me.isures  (gal.,  qt.,  pt.) 
Alphabet  Practice  Cards  (lower 

• manusc  r  ipt ) 
Measuring  Cups 
Checkers 


NFU 

CFU, 

CPU, 

NFS 

NFU 

NFR, 

NFU, 

CMR, 

NMI, 

NMI, 

CFR, 

CMI 

CSS, 

CFR 

CMU, 

CMU, 

CFU, 

CFS 

CFS 

CSC 

MFR 

CFR, 


NSU,  NFU 
NSU 


MFR 
MFR 

EMR,  NMR 
CMS,  NI4S,  CMI 
CMS,  NMS,  CMI 
CMR,  NMR 

NSS 

CSU,  CMR 

CFU 

MFU 


NFR,  CFI,  EFI 


EMR,  CFU,  CFR,  MFR, 

NFC 

CFU.^CSU,  CMU 

DFS 

CFU,  NFU 

CFU 

CFR 

NFR 

CFR 

CMS,  Cl-tU 
CFS 

IC'U,  CFR»  MFR,  CFU 

CFU 

MFU,  CFR,  MFR,  QFU 

CFS,  NFS 

CSS,  MFU,  MSU,  CFU 

CFU,  CSU 

CSS,  ESS 

NSS 

CFR,  CMS 

CSU,  CMU 

CSU 

CMI,  CMU,  EMI 

CSU,  CSS 

NFU,  CFU,  MFU 

CSS,  CSU,  ESU 

CFS,  NFS 


5-1 


ERIC 


Company 


Materials 


Preschool-Elementary  Ed.     Uncle  Wiggly  Game 

Kitchen  Bingo 
Foodland 

Handmade  Cutouts  (kitchen 

utensils,  foods,  cleaners) 


Code 

CSR,  CFR 
CFR,  EFR 
CFC,  EFC,  CFR 
CFU 


Ericson  Elementary  School  Lab  Material. « 


American  Teaching  Aids 

Creative  Teaching  Assoc. 

Educational  Insights 
Inc. 

Educational  Supplies 
Ideal  School  Supply  Co. 
Invicta  Plastics  Ltd. 
Leasure  Learning  Pro. 

Milton  Bradley  Co. 
Otto  Maier  Verlag 
Parker  Brothers 
Pressman  Corp. 
Trend  Enterprises 


Comprehension 
Tangrams 

Attribute  Dominoes 
Mazes  and  Puzzles 

Tracking  Skills  for  Reading 

Visual  Closure  Cards 

Bead  Frame  Abacus 

Brainy  Blocks 
Fraction  (2) 

Ten-Tens  Counting  Frame 

Triangle  Domino 

Grapple 

Tri-Ominos 

Wipe-Off  Cards 
Untangle  the  Maze 
Telling  Time  Level  2 


CSI 
CFR 
CFI 

CFR,  NFU,  NMI 

CFU 

CFS 

CFR,  CSI,  EFC 
CSS 

CFS 

CFC,  NFC 

CSU,  MST 

CFR,  NFR 


CFI,  NFI 
CMS 


Ace 

Etchhorn 
Ideal 


Memory 

Rembi — Cars 
Rembi — Flags 
Rembi — Flowers 

Eichhorn — Play  School 

Deluxe  Pegboard  Patterns 
Large  Pegboard  Patterns 


MFU 
MFU 
MFU 

MFU,  MFR,  MSU,  MSR 

MFU 
MFU 


1 
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Jumbo 

Leisure  Learning 

Milton  Bradley 
Springfield,  MA 

Parker  Brothers 

SEE 

3  Bridge  Street 
Newton,  MA  02L95 

Sic 


Materials 
Pegboard  &  8  Col. 
Electro 
Mem-o-spell 
Memory 

Card  Matching  Game 
Boggle 

Thinker  Things 


Sio  Mosaic 


Code 
MFU 

MFU,  MFR 
MFU 

MST 

MFR,  MFU 
MFR 


American  Checker 
Federat  ion 


Convergent  Production 
Tournament  Checkers 


Creative  Teaching  Press      Design  Squares 


Escobloc  Ideal 
France 

Ideal  School  Supply  Co. 


Instructs  Products  Co. 


Milton  Bradlev  Co, 


Trend  Enterprizes 


Attribute  Blocks 

(48  blocks  logiques) 

Kaleidoscope  Puzzles 
Cross 

Cross  Number  Puzzles  (nos.  7890, 
7891,  7897) 

Instructo  Activity  Kit 
Discovering  Opposites 

Checkers 

Wipe-Off  Cards  (levels  1  and  2) 


NFS 


NFR 


NFU,  MFR,  CRF,  CSR 


NFR 

NSS,  CSS 
NSS 


NFC 

EFC,  CFC 
NFS 

NFU,  MFI 


Division  of  CBS  Inc. 

Meccano  Unltd. 
Liverpool,  England 

Quest or 

Selchow  &  Rlchter  Co. 


Divergent  Production 

Creative  Playthings 
Dolt-Tight 

Plastic  Meccano  (Set  200) 


Tinker  toy 

Scrabble  (Sentence  Cube  Game) 


Di<l  ,  DFS 
DFS 

DFU,  DFS 
DSI 
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Company 


Materials 


Code 


SelRight 


Ungame  Co, 


Scrabble  (Crossword  Game  for 

Juniors) 
Scrabble  (Sentence  Game  for 

Junior) 

The  Ungame 


DMU 

DMR,  DMI 


Eva  1 uat  ion 


Garneoplules  Unltd. 
Box  34 

Berkeley  Heights,  NJ 
07922 

Invicta  PlasLics  Ltd. 
Oadby,  Leicester 
England 

Leisure  Learning 
I'arker  Brothers 
Ravensburgor 
Selchow  &  Right er  Co. 

Trend  Knterprlses 


Flip  and  Flop 


Delux  Master  Mind 

Brainy  Blocks 

Qubic 

Dif  ferix 

Chess  for  Juniors 


EFI 


EFI 

EFC,  CFR,  CSI 

EFI 

EFR 

EFI 


Wipe-Off  Cards— External  Differences  EFU 
Wipe-Off  Cards  —Associations  EFC 
Wipe-Off  Cards— Same  or  Different-  EFU 


MaU\rials  List  for  SOf  Abilities  Workbook 

The  following  listh^  of  items  are  needed  in  order  for  student  to  complete  the  SOI 
in  sen''''  activities.    The  five  lists  correspond  to  the  five  operations 


Cognition 

1.  2  maps  depicting  human  skeleton 

2.  2  packages  plastic  straws 

3.  L  dozen  paper  plates 
4  3  coffee  cans 

1  package  pinto  beans 

1  plastic  bottle  with  lid 

7.  Glitter 

8.  1  ball  of  string 
^.     5  key  rings 

0,     27  circles  cut  nut  of  construction  pai er  in  different  colors 


3'  5,7 


lU     1  package  ^raph  paper 

1  package  taghoard,   12^'  square 
li.     r Issue  paper,   3  colors 

14.  Scra|)s  of  cloth 

15.  5''  K        index  cards  (plalai  white) 
Ih.  1.  box  straLglit  pins 

1-/ .  1  paint  brush 

ly.  Compass 

l^J.  1  bt)x  yuninied  stars 

20.  5  nails 

-1.  **hoe  laces   (thin  black  nylon  kind) 

22.  Thin    woc^dcn  blocks,  4^'  square  (1/2  do/.en) 

23.  A"  X  8"  rec:angle  (1/2  dozen) 

2A.  1/2  doztm  wooden  dowels,   1/8"  diameter 

2:;.  Paper  towels 

2b.  c:ardb(vird  geometric  shapes  (all  kinds,  1  dozen) 

27.  1   package  colored  pencils 

28.  1  package   large  eye  needles 
2^.  C'ompass 

'iO.  .1  package  rubber  bands 

31.  1  dozen  nails 

32.  I  package  paper  vlips 

33.  1  strawbe»^ry  basket 

3^f.  1/2  do/.en  8-1/2'^  x  U"  outline  maps  of  Africa 
1   ball   ptMPl   .♦otton  crochet  string 


Memory 

1.  l/hite  butcher  paper  (small  roll) 

2.  I  box  wooden  c:olored  pegs 
i.  1/2  do2^en  wooden  dowels 

Toy   Items   (plastic  I  igures) 

5.  1  deck  of  cards 

f).  Wooden  cubes  and  cylinders  (1/2  dozen) 

/.  Wood  rectangle  scraps 

■S.  3"  x  V  cards  (lined) 

^  3b  smal  I  na  i  Is 

10.  1/2  dozen  plasttc  spoons 

11.  lulls 

12.  Magazine  pictures  of  wDd  animals 


Convergent  Production 

1  .  ragt>o.ird 

2.     Plastic*  cookie  holders  from  store 
).     (ioffee  cans 
.     I'ambour  Ine/be  1 .1  s 
^ni  Ik  cart  Otis 
^.     Plastic  coins 
/ .     Paper  moneV  (b  i I  Is) 

i^.     2  dozen  wtMxlen  dowels,   3/8"  diameter,  2*  long 
h  different  spices   in  Jars 

10.  Sponge 

11.  1  dozen  paper  cups 
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12.  1  dozen  popsicle  sticks 

13.  1  plastic  baby  bottle 

14.  I  glass  bottle 

15.  1  package  3''  x  5''  cards  (lined) 

16.  5  different  scate  highway  maps  (example:     California,  Nevada,  Utah,  Idaho, 
Arizona,  Nev  MF.xico)  ' 

17.  1  sheet  clear  acetate 

IH.  6  pieces  strong  tar.board,  1'  x  2' 

19.  1  doz('n  protractors 

20.  Jar  ful  1  of  dried  beans 

21.  I  touch  bag  full  of  items  (example:    plastic  spoon,  shell,  nail,  rock 
ring,  rubber  band) 

22.  I  package  tagboard,  12"  square 

23.  1  ball  of  string 

24.  I  nut  and  bolt 

25.  Magazine  pictures  of  people 

26.  2  pair  dice 

27.  Strawberry  carton 

28.  1  can  of  peanut  shells  or  plastic  ones 


Divergent  Production 

1.  1/2  dozen  sheets  fine  sandpaper 

2.  1  package  stytofoam  cups 

3.  2  packages  pinto  beans 

4.  L  coftee  can 

5.  3  kinds  of  wallpaper — partial  rolls 

6.  I  package  colored  wooden  1/2"  spheres 

7.  Glitter 

8.  Scrap  of  cloth 

9.  Pa[)er  numbers,  1-10 

10.  Pliers 

11.  1  dozen  popsicle  sticks 

12.  1  box  tacks 

13.  1  box  brads 

14.  1  package  tagboard,  8-1/2"  x  11" 

15.  Rug  samples,  3  kinds 

16.  1  package  3"  x  5"  index  cards  (plain) 

17.  L  stamp  pad  for  re--inking 

18.  1  pair  shoelaces 

19.  I  paper  lunch  sack 

20.  4  separate  jars  (baby  food  jars  are  perfect)   filled  with  cotton,  each  hav^^ng  "  I' 
been  dipped  in  a  different  odorous  liquid  \  V 

\ 

Evaluation  ^ 

1  .  I   ro  1 1  paper  tnwt-  Is 

2.  1  box  L/2"  cubes,  spheres,  and  cylinders  (colored  beads) 

3.  d  skolns  nf  knitting  yarn  (2  different  colors) 

1/2  do7,LMi  paper  cups  (different  sizes)  ^ 

5.  I.  packa[;e  pipe  cleaners  ^ 

h.  1  package  compressed  cfiarcoal  sticks 

7.  2  dozen  popsicle  sticks 
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8, 
<), 

10. 

1 1 


I.'. 


1  box  flat  toothpick:: 

1^  scraps  ot  clotli  (v.imd-sizcd,  different) 

1/2  do/.('n  .  ardluuird  tii|-es  fri)tn  wrapping  paper  av  towc;Js 

I  rill  I  1)1  wliiti'  ri.'e  p.ipiT  or  equLvalent 

1  lull  1   of  ;st  r  inj; 

1  paiikaKe  of  difroreiit  buttons 
Dried  seed  jiods   from  San  Die^^j  trees 

2  KHLil  1   plast  ie   I  i  Im  reels 
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■^l^U  JA^t:^t:ute  List  of  Plater lals  and  Services 


fi.O.I  INSTITUTE 
t  fioi)" pfotit  cot0ot9H0n 
214  MAIN  SrRtET 
EL  SCQUNOO,  CA.  90245 

(213)  323-  5995 


RFFERENCE  MATERIALS  AND  INSERVICE  TRAINING  MATERIALS 


Be/)inriHr\  R«,M<«r  aUw  the  SOI  Motkrl 

r»}xitMJok  by  M.iry  Mweker     SOl    Its  Inter Dretatum  <\\u\  IKrs 
MjiumI  lor  Tf.iinifK)  Tuurherv  Basic  SOI  Fhoorv    A  ProqrdmmiMl  Ti'xt 
Cnll<fct»Mj  Pdpurs  51  diuJ  SOl  Applications  and  Uv.-s 
SOI  Qih'siiOMing  fochmques  tor  Teachers 


SOI  ABILITIES  WORKBOOKS  AND  ANALYSES 


/■ff'.f/fh  /-'/i/r  i/r/i)/»  .ind  Arr 


CuMtlvi?  Lcdrninq  Workbook 

How  the  Alphabet  Doubled  Creative  Dramatics  Book 
N'.rtnlioii  Cnlnrinq  Book  (one  jwr  student 


Cfxjmtion 
Memoi  V 
Evaluation 

Conver()ont  Pioduction 
Q»»vpr(j#»nt  Prr)ductioi» 


BASIC 
K8 

□ 
□ 

n 

□ 


ADVANCBD 
?  12 

.  .□  .      .  . 


.(  1 


□ 
.□ 


t  xercjso  Sh«et^  (B'.  k  11)  for  any  Basic  Workbook  (per  set) 
Reatiimj  RraiJiness  (one  ynii  student)  


Do  vou 
want 

□  BOUND 
Of 

□  UNBOUND 
Workbookt 


SOI  TESTS  AND  SCALES 


SOI  Wnrkbook  bas^d  on  student's  strengths  and  weaknesses   ■  computer  diagnosis 
and  piesrription  ba:ed  on  test  results  fror" 

LISOI  LA    naiNET    nWISC  R   

Personali/cd  computer  diagnosis  and  pfescri,  Mon  (no  workbook)  


'^pn  i.lf  Ftfut  ,ition  .iiul  K  I 

K  } 
K  ? 


SOI  Lparninq  Abilities  Test  (SOlLA) 
IndivirJual  Test  Booklet    .    .  ,  . 
F xarnin(*r's  Manual 


SOI  Learning  Abilitu*^  Test  SPecial  EDition 
Individi'al  Test  Booklei 
F  xammer's  Manual 

R*'  idin(j  Rf^adtru'ss  Ti  st 

Indivirliial  Test  Booklr?t 
Examiner's  Instructions 


Scoring  SOU  A  Basrr  Test 
Scoring  SOI  SPecial  F.Oitron 


SOI  Frgural  Symbolic  S«!mantic  Merrory  Test 

Cr»»aiivtty  Rating  Scale  (1  p#jr  stud'mt) 

Lafwjuatje  B<!havior  Devniopmental  Assessment  (1  ^)€r  studtjnt) 

Piaget  r»»sf  tind  Training  Manual 

SOI  HepoM  Cud 


SOI  TEMPLATES 


INDIVIDUAL  TESTING  AT  SOI  INSTITUTE 

 ^  ^  '  .-J—  


fiBINFr      (JWISC:      (JWISCP  fJWAlS 

LIDTI.A      IISIOSSON      HHISKEYNEB      (JWPPSI      CJCTBS      QITPA  (frw) 

Level     1   7  3 


Complete  festinq  Hrffterv 
TMtmg  (,oiif*tn*rKe 
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Prices  have  not  been  included  since  they  are  subject  to  change]  A  current  prices 
list  may  be  obtained  by  conttictlng  the  SOI  Institute. 
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COGNITION 

INTRUDL'L-TION 


J 


c:odc  -  C         Color  -  pink 

Cognition  is  thu,  inmedlate  discovery,  awareness,  rediscovery,  or  recognition 

d  n  m  cs  o    r/"-""'°"  --P-hension  or  discovery''  In  terms  o  the 

d.vnamu.s  ot   Learning,  cognition  or  comprehension  would  seem  to  be  the  primary 

mu  I  T':'''  PP—  perception  and  awareness    f  ' 

stimuli  with  the  associated  ability  to  discriminate. 

I.ow'to  le.?n"  thoi'  T  ■■■''r^^'-^  is  to  teach  children 

l.ow  to  learn    then  wr  need  to  make  some  learning  enjoyable  and  free  of  pressure 
Students  need  learning  experiences  that  have  as  a  simple  goal  pure  comprehen- 
s  on        hey  need  to  be  presented  information  for  the  sheer  fun  and  practice  of 

JorttrtL-^hej^j:        — -  p---- 

/ 

Ihe  terms  cognition  and  comprehension  are  used  interchangeably  in  this  material. 

guestions  that  begin  with  "what,"  "where,"  "when,"  or  "who"  usually  are  at  the 
cognitive    evel  whereas  questions  that  begin  with  "how,"  "why,"  or  "in  what 

evawJon.  '  ''^'^^  '^"^'^  ^"^^        ^^-^^-^  production  or 

Much  of  what  you  are  now  doW  in  your  classroom  deals  with  cognition  and  can 
be  easily  coded  wi.th  the  ^cogA^Uon  chart  on  the  following  pages.  Examples: 

C;u;    Crossword  Pu.vzles  ctRJ  Definitions 

CSL    ,    ,-d  Search  Pu...los  qic    Word  Classifications 

CSl     Scrambled  Words  CMR  Opposites 

(-Ml     Voi-abuLary  Matching 

Theso  areas  are  hest  developed  with  materials  specifically  chosen  to  mee^  the 
leve    and  Interests  of  your  students  and  are  readily  available  both  commercially 
and  in  your  present  curriculum  materials. 


(M.OSSARY  OF  SOi   FACTOR  DKF.rNITIONS  IN  COGNITION 
(Wiso-K  Analysis) 

CKi'  -  Ability  to  identify  objects  by  name,  visually,  and  auditorially 
Cl'C  -  Classifies  perceived  objocts 

CFR  -  Ability  to  discover  relations  In  perceptual  material 

CFS  -  Hvrcelves  spatial  patterns  and  maintains  orientation 

CKT  -  Manipulates  or  transforms  objects  into  another  visual  arrangement 

(l-I  ~  Hxplorcs  visually  ways  to  select  most  effective  action 

^ 

CSC  -  Discovers  .omplex  relationships,  patterns,  or  systems 
CSR  -  Discovers  relations  involving  letter  patterns 

CSS  -  Ability  to  discover  complex  relationships  forming  patterns  or  systems 
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CML'  -  Vocabulary 

(IMC:  -  Ahllltv  to   IdtMUir'y  rl.isi.L-s    ^\  rds 

(IMR  -  Discover.-;   ruhiLLous  Jn  co/nfoptual  ,   al)Stiaor  moan  iai;;:'. 

(]MS  -  Ability  U)  i't)inprohoiul  lu*  strui'Uiro  prol)loins   Lii  jiroparaL  i  i.)n  Cor  solving 
them 

(;MT  -  Sees  several  me.iniaj^s  Lo  a  word  or  express!  ii 

ilMl  -  Ant.icipales  iieinls  or  iMMisequeib  es  of  a  )',iven  situatuin 
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u 


z 

o 

K 
Z 

o 
o 
o 


R 
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CFU 

Auditory  Perception 
Recognizing  Shapes 
Visual  Closure 


CFC 

Picture  Class 
Taste,  Snel  1 ,  Touch 
Classification  of  Figures 


CFR 

What  Goes  Together 
Match  Shape  to  Form 
Fi  gure-Ground 
Dot-to-dot 


CFS 

Auditory  Perception,  Rhythm 
Pattern  Repetition 
Puzzle  Arrangement 


CFT 


Cognition  of  Figural  Rotation 
f'.)tcUion  Form  Board 
Paper  Cutting  Designs 


CFI 


Maze  Tracing 
Planning  Ahead 
Pick-up-sticks 


Reprinted  with  periris  icn  from  the 
c)  Mary  Meeker  1 977. 


csu 

Word  Matching 
Scrambled  Words 
Crossword  Puzzle 
Misspelled  Words  to  Correct 


CSC 

Alphabetizing 
Letter  Grouping 
Letter,  Even-Odd 
Number  Grouping 


CSR 

Coding 

Code-decipher 
Code  Symbol  Decipher 
Word  Matching 
Word  Relationship 


CSS 

Alphabetizing 
Number/Letter  Series 


CST 

Spoonerism 
Reading  Backwards 
Visual  Spoonerism 
Buried  Words 


CSI 

Number  Concepts 
Number  Puzzle 


M 


CMU 

Vocabulary 
Definitions 
Word  Definition 


CMC 

Classification  of  Paired 

Words,  Ideas 
Word  Classification 


CMR 

Analogies 

Word  Relationships 

Opposites 

Word  Comparison 


CMS 

Command  Sequence 

Word  Sequencing 

Word  Reasoning  in  Math 


CMT 

Synonyms 
Rebus 

Ideas  Transformed 


CMI 

Reasoning 
Implied  Meanings 
Alike  and  Different 

Paragraph  Implications 


''I'MMfi;,  I  \:,i 


7'"!  1  r,,, ■    a.-.v  1        J    Im    Swl    opr  r.i  L  Lop  ^ .      Hu.  followlnj-^ 

■    •it^M  1  il  ,  v',;,  ,  ;     ,    ,,  ,  ,..,,,,,,1  ,,,,  ,1,^,  ^.ognUlvo  operation.  In 
'',  '''''^                      '  '■     •  I! -.l.-i  '  O'.iM  h..  uHufI  tor  sovcral  different 

=■  -■•i^Hil  w,.,v  -       ..I  ,,.  .-..t.lia/.ly.     Additional  c.-IIh  odes) 


H  i'   i      i   .J  ( 


1 II   I  r-  i.  t 


'1(1  •  1  ...     I  V 

'  "  • '  T    '  1 1  « '  I  11  i;.  1,1  [\\ 

.  M  •  ' « '  M '  I"  i  !  1  \  1 1'>  j  u  »: ;  j  L  t*' 
'•'M  :  -.1-^  .11  1 

i  'l'h  t  i  i.n.i  ;    S  i  yn   M  it  ch  l/j) 
•  "  I      i  ',11  .  r      :uu»  .iii'l 

i  Mil  in;,-,  .\i!i:il>L'rs  Po-.LlT.s 

■•■^M  !-I,iniU'l   Visu.ii  Auls 

^  iii..iry  CoiJiU  inj;  SImjh-s 

' '  ■• '  i  I  "■  I]  11  i  n;/.  Shapes 

' ''^^1'  Ml  '  •  it  li     i  ii.lLM-/,ar(  LMi  K  i  L 

*   '■■HiMiii  :  t  y  ;\\)  rkt'  r.s 

'  ■•It    I'.ups  All  icKil  s  aihl  WluM'e  TIu'v  I 
li.i  I  .Mit'i^i  Mi^a  1  s 
'    I  'ir  i!li.i  I't 

■  'ti  'i  ■iiui    [  nu'l-  s 
rill'   I  ':\  r'f; 

i  n.'.f  fi.h  Lo  SLrjip  f  n.^  Sronps 

I'll'.'  l>  lark  iMiTii  I  V 

I  oni'iuin  i  (  v  fk'  1  p..>rs  a  t  Work 

'''•*'rn  1    !^  i  ^;ns 

V»*/,c  t  iM       .  uvl   I*'ru  i  t  s 

npiM>.;  i  (  ,^  (ioni  t'i^t  s 

^   •  I  n r   Ki > /n  i  t  i  f  >n 

'^niiuMM  1 ,  V;  Til.s  ,   Svi^lb^^  I  s 

r  • 

■  \Uhl    I  liri  r  Tra  v^'  1 :; 
"'■i!  ■!  ■'  ')n  Si  riM^ts  .    '  ic'-'walk 
All  (  r  1  f  i '  n 

.vail"   '      y  iiri  I M  ■  r    I  i  im  • 
'  *  '1  «M'  f    r.i'  i  M'M  .   ;.\ii  i  (iia  I  ) 
'  '  at      t    i'u  i  I  'Um  :.    ( !i!iapt.'a  ) 
lit''  »  ( -ii  :'tuii  1  I  \- 

Ar  1  I  i  i    i:i>a.l  i  in-;".  V-^'-aliu  I  arv 

.M.I      •  I  i .    S.  •  I  -luir  . 
..'r    k'  M  r  M    I  (  )   <      1  M  f 


/  '  I.'  1 » 

f  '  1 '  n 

cFs; 

CFU, 

I,  ^  r 

,  M'-U,  NFS) 

(.  1  L 

(N'Fc:, 

HFC) 

(  kC, 

(MFC 

,  MFR, 

{.Ml. 

CSk 

tiSk 

CFU 
CM'R, 

(NFl^ 

) 

CkH 

CSl' 

(numl)ers) 

r.F  R 

(sha|)es) 

Cd'll 

("FK, 

(NFK) 

L\-  U  y 

CMS 

CPU  , 

cm , 

CMR 

CNS 

f.l-  L. , 

CFC 

CI'  k 

Cr  R , 

t.SR 

CFR 

CfIT 

CFR, 

CFU 

r.vv. 

CSL, 

CM', 

CFU 

CFH, 

(\FR) 

CI'.S 

CMI  , 

CHK 

c;M(^ 

CMJ  , 

CFC 

CFK, 

CSR 

CMC, 

(NFC) 

CFC 

CFi', 

Ct'lU, 

CFR 

( i;ys) 

CSS 

CSJ. 

c:;!\ 

(MMl  ) 

^1 


Company 
Instructu 


Trend  ICnterpr ises 


i\merican  Abacus 


Developmental  Learning 


Western  Publishing  Co. 
/\mhi  Ti.n's 


i'ii  Ion  Br  ,'iu  i  e 


Material;- 

Understanding  Our  Feeling 

Magnetic  Numerals 

Magnetic  Fractional  Circles 

S,jt  Dominoes 

Concept  Builders  (Fcod) 

We  Dress  for  the  Weather 

Color  and  Shape  Bingo  ^ 

Number  Chatt  Fun 

Thinking  Skills  Cards 

Number  I-IO  Cards 

Miss  and  Match  Puzzles:  What's 

Missing? 
Before  and  After 
Number  Sequence 
Colors  and  Shapes 
1-5  Tactile  Placement-^ 

Number  Aid 

Body  Puzzle 

The  Many  Faces  of  Children 
Story  Telling  Posters 
Auditory  Percepti  a 
Auditory^.^^raining:  Familiar 

Soundfe  Tape 
Body  Concep :  Spirit  Master 
Seasonal  Stencils 
Animal  Stencils 
Farm  and  Transportation 
Shapes 

Lacing  Card,', 

Colored  Blocks  in  Squares 
Colored  Stringing  Shapes 
Design  Cards,  Colored  Cubes 
Assorted  Puzzles 
Functional  Signs 
Functional  Signs  Match  Up 
Association  Picture  Cards 
Today's  Date  Box 

Animal  Lacing  Cards 
Sliapo  Lacing  Cards 

Dimensional  Puzzle 

FI  t-;i-Group 
3D  Numerals 

FI  t-a-Square-Fit-s-C;ircle 
FIt-a-Shape 

inciividuai  i;icick  Dials 
Dally  Calendar 


Code 

cm 

csu,  (Mss,  ms) 

CFR,  CFS 
CFR 

CFC,  (EFC,  NFC) 

CMI,  (EFR,  EM,  EMI) 

CFC 

CFR,  CMR,  CSR 
CFR 

CFR,  CMR 

CF  ,  CFR,  (EFR) 

CMI,  CFR,  CMR 
CSU,  CSS,  (NSU) 
CFR 

CSR,  CFR,  (EFR) 
CSS 

CFR,  (NFR) 
CMU,  CMR 
CSS 

CMC,  (NMR) 
CFU 

CFR 

CFU,  (NFTJ) 

CFU,  (NFU) 

CFU,  (NFU) 

CFU,  (NFU) 

CFU,  (NFU) 

CFU,  CFR,   (>rFU,  MFR) 

CFU,  CFR,   (MFU,  MFR) 

CFR,  (NFR) 
CMU,  CMI 
CMR 

CFR,  CFC,  (NFC,  NFR) 
CSS,  CMS,  (NSS) 

CFU,  fNRJ) 
CFU,  (NFU) 

CFR,  CMU,  CFU 

CFR 

CSU,  CFR  ^ 

CFR 
CFR 

CSS,  CMS 
CMS 


ERIC 


SI 


Company 


Code 


Ml  I  ton  HraJ 


C  V 


Ideal 


Tral  t  i  /  S  i  \]]\:\ 

CMC , 

CM  I. 

( U»r   St  AK'k  i  111',  1'  1  si' s 

CFR, 

CMU 

r  1  am  CrowLh 

CFR, 

(JFU 

riio  St'as(.)ns 

CFI.:, 

CFR, 

CFC 

riu'  l\\mi  1  y 

CFU, 

CFR 

SLory  Kith 

CFU, 

CFR 

Mus  i  c.i  1    I  a.st  riiments 

CFU , 

CFR, 

(MFU, 

MFR) 

I':U't  III   si  ;',us  t  o  Sei'  u  Kl';u1 

S])arf  ilf  1  at  i  on«;li  1  p  Cards 

CFR, 

CMR, 

(EFR, 

EMR) 

SL'f|ULMK'r  Cards 

CMS , 

CFS, 

(EFC, 

EMS) 

A!  [ihabuL   V  i    turu  Words 

ClflJ, 

CMR 

Kra  t  Lon  1)  i  scs 

CSS 

Bead/  and  I. /ices 

CFU, 

CFR, 

(MFU, 

MFS, 

AssnrLv'd  Tu/'.zles 

CFR 

Walk  on  Number  Squares 

CSR 

Story  Cards  (Tell  WliaL  is  MLssiag) 

CFI; 

Ar  i  tliine  -Sl  icks 

CSS, 

CFC 

i'honetic  (^ulzmo 

CSU, 

(ESU) 

Fl ash  Words 

c^tu 

SunuTii  t'-Cl  oba  1  Srralrgy 

CFT  , 

CFR 

llomopvm  l^:)Sler  Caa'ds 

CMU, 

CMR, 

(Em) 

Synonym  Poster  Cards 

CMU , 

CMR, 

(EMR) 

Antonym 

CMU, 

CMR, 

(EMR) 

Hundred  f!hart 

CSS 

IM  t^k  \\\  I  rs  Game 

CFU, 

CFR, 

(EFU, 

EFR) 

Map  of            &  World  PuTtzle 

CFR 

r i ck  Took  l^r iniary  (J  1  oek 

CMS , 

CFR, 

(NMS) 

Money  Ccj rds 

CFU, 

c^^J 

Tt^J  1   'I  ime  f^ul^mo  i 

CMS, 

CSS, 

(EMS, 

ESS) 

Cards ,  Numbers   1  -  I  0 

CSS, 

CSU, 

CFU 

Mil  1 1  i  p  1  [cation  .md  l)i  vis  ion  (Hi  i  zmo 

CSS, 

CSR, 

(ESS, 

ESR) 

/it  1 

CMS , 

CSS , 

CFR, 

CMR, 

(NMS 

,  NFR, 

NMR) 

Dial  and  Spel I 

CFU , 

CMU 

Co  1  (irod  Di.'t  noniLnous 

CFC, 

CFR, 

(NFC) 

Add  i  t  ion-Suhtraction  Qui  zrno 

CSR, 

(NSS, 

ESR) 

Vt-'^.;i!tab  I  OH  and  Fruits  Poster  Cards 

CFU, 

CFC, 

(EFC) 

l-ji  la r. !.',(■( !  I'lare  Value  Sticks 

CMR 

15al)y  HolLs 

CFR 

C  I  asH  i  f  Irat  i  on  Cliar ts 

CFR, 

CFC, 

(MFC) 

tl  )w  to  T  i  (■  a  B(iw 

CFS 

(auov  d  (!ul)fs 

CFU, 

CFR, 

(MFU, 

MFR) 

S(M|i.ir'nc .'  (!ards 

CFS, 

CMS , 

(EMS, 

EFS) 

Count  i  i:;',  lia  rs 

CFS 

(  mI->  i  I'a  I   (  nui)  t  inj;  B  I  ocks 

CFS 

(■oiiimnn  i  ty  Helper  Crossword  I'u'-'./Jo 

Ct  fP  , 

C.MS  , 

(EMS, 

NMS) 

I  ran.spvir  ta  t  i  on  and  (icnnnuin  i  cat  I  on 

CMR , 

CMS, 

(EMS, 

NMS) 

C ri i:;^"wo rd  Pu/;'- 1  o 

'Mast  i  I    Ilcasiir  inj',  d.u's 

CMS , 

CSS, 

(EMS) 

Plac    Vahu-  Board 

CSS, 

(NSS) 

SuikI  I  1 1 

CFP, 

CSS, 

CMR 

;,ar>v'  Kuii-r;.  (DtMmnist  rat  ion) 


CSS 


ERIC 


Materials 


(lode 


Kduka  id 
Whitm.iu 


f  iistruc  to 


Chand  Ut 

Sweet  Edufcation  Supply 
Western  Publishing  Co. 

Dolcli 

Webber  Costello 
Crove-Tex  . 

Cupid 

Wat  kins 
Iinper  ial 
Wo '  1  ensak 
tUiwma  r 

Continental  Press 
Chi  Id  ( III i dance 


Rhyming  l  uzzile 

Thermometer 

Smokey  the  Bear  Came 

Cros.yword  Puzzles  (Food) 

Holiday  Crossword  Puzzles 

Number  Tree 

"lash  Cards  (+  &  -) 

ili  Ho  Cherry  0 

Help  Yourself  Picture  Nouns 

Let's  Do  Dots 

Bingo  for  Younp  &  Old 

Puzzles 

Classification  Game 
Numerals  and  Counting  Shapes 
My  ]•  ice  and  Body 
Positions  in  Space  "osters 

Scenic  Picture  Cards  Primary 
Farmer  Says 

Flannel  Board  Visual  Aids  (Food) 
Bead  Frame  SRA 


My  Puzzle  Bnnk  i 
Pay  the  Cashier 

Count  to  Ten 

Money 

Money  Coins  (metal) 
Time  Learnei  Clock 


Pass-0 

We  learn  the  Colors  and  Their  Names 
Instructo  Activity  Kits 
Body  Imago  Vit 
Toy  Money 

Ci.int  A 1  ph..' net  Box 
Mechanic's  Bench 


Standard  Publishing  Co.      Holidays  and  SeaKons 


CMl!,  CMT,   Cl.fR,  (F.MR) 

CSS,  (KSS) 

CFR,  CSR 

CMR,  (NMR) 

CMR,  (N>«) 

CSS,  CSR 

CSR 

CFR 

CMR,  (KMR) 
CFR,  CSR 
CSS 

CIR,  (NFR) 
CFC,  (NFC) 

CSU,   (  FU,    (Ml-U,  NFF) 

CFR,  (NFR) 

CFU 

CFU,  CFR 

CFC,  CFi:,    (EFU,  FFC) 

CSS,   CFR,  CSR,  (HSR, 
ESS) 

CMR,  CMS 
CSS 

CSS,  (NSS) 

CFU,  CMP 
CSS 

CMS,  CF^   CMR  (NMS, 

NFR,  Nm) 

CFR,  (NFR) 

CMR 

CFC,  r.vK,  cni,  (kf(") 

CFR,  (EFK) 
CrS 

CSU,   CSS,  CK!' 

CFR  <r 

CFC 


ERIC 


(I 


53 


Hasl^ro  iiuiust  r  i i»s  ,  Inr 
Hayes  Publ  isliiii^;  Cak 
leai-her  Maiie 


Materials 


I  W  i  llr  K'               .lL'\;i  •  1  S 

I'.bTI, 

CFR, 

(MFU, 

Ml'T^ 

MI'S) 

CML 

IUm  I  111  !\isLL'rs 

CM  I 

.M.iLclnii)  ^ :     Animals  and  lldnios 

CMR, 

CFR, 

(EFR, 

IVnipk.'  and  .lobs 

Co  1  ors  and  Sliapi's 

lU.iiu'st.  I  !■  Animals  and  Puts 

CFU 

Tlu'         i  1  •,■ 

CSV, 

CMU , 

cm 

Till'  I'arn! 

Ci"U 

Story  Ki'- 

CMS, 

CFU 

uasons 

CFS, 

CFC 

.\ninial  Lotto 

CFR, 

CMR 

Number  Bin^'.o  I-IO 

CSR, 

(ESR) 

Shapt'  (."ards 

CFU 

Numbers  Cards  I-IO 

CSS 

Da.s  ol"  Week  Cards 

CMU 

MtMi.'.lis  of  Yo.ir  Cards 

CMU 

Seasons  Cards 

c>n.! 

I'liZ/',  les 

CFR 

Temp  1  a  t  es 

NFU 

Matth  for  Jhape  and  tiolor 

CFR , 

CSR, 

(NSR) 

N'umber-Shape  Bingo 

CSS, 

CFC, 

(EFR) 

What's  Missing  Cards 

CFU 

body  I'arts  -  .What's  ?!issing 

CFR, 

CFI 

c:  lass  L f  icat  Lon  of  Happy  l'"ai"es 

CFC, 

CMC, 

(EFC) 

Money  In  the  Bank 

CSS, 

CSR, 

(ESR) 

C  lock 

CSS 

Word  Cards  (l)lstar) 

CMU 

Clocks  (Hi  ft'erent  Times) 

CSS, 

(ESS) 

Months  of  Year 

CMS 

Cards-Items  with  I^rice 

CSU, 

CFU, 

(ESR) 

Add  1 1  ion  (House  No . ) 

CSR 

tiards  (food  with  price) 

CSU, 

CFU, 

(ESR) 

Aclcli  L loIl-Sub^  rac  t  Ion  riamc 


Kduc  At  lona  1   t^r(.)  jer  ts 


(!(ea   iv"  ri  ay  t  h  i 


S».'as(ni;;  Learn  i  n[\  Manual 

Assoc  ia  t  ion  Puzz 1 e 

Tr  i  anj'.l  (.^  Vny  /A  rs 

MaLc-li-Cp  Tu/./Jes 

Ka  i  nbow  Tr<  'e 

IVar'iuet  rv  Blocks 

(!o  1  Ol   ,nul  Shape  lln  I  dor 

\\<n  khffU'h 

Ma  I c  hsps 

Al^ac  us 

ShajiC  (i  r  ouf)s 
}*'rac  (  I  ona  I    Fru  i  t 


CMR,  (NMR,  EMS,  EFU, 
I'MR) 

CKR 
CFR 

CMR,  CFR,    (EFR,  EMR) 

CFR,  (NFS) 

CFR,  (NFR,  MFR,  MFU) 

CFU,  CFR 

CFR 

CFR,  (N>tU) 
CFS 

CFC,  (NFC) 

CFR,  (EMR) 


Clomp  any 
T)anso^ram  Co, 

Nl  t'ty-Hoiisttm 


Kdu-(Jards 


Ha  L 1  mark 
Co  Icr  forms 
Sliac'knum 
Milton  Bradley 

A  I  U  cd  KduvM  L  !  on/i  1 
Too  Is   for  Kdiu'.aL  Lon 
KenworLliy  Kd.  Service 
Go  1  I  I's-Widnor 


MaL_(^ri_al_s 

Tom      Jorry  Ad vcmi tares  In 
Bl under  Land 

Mitii  Bingo 

Puzzles,  Low  Primary 

Puzz  Les 

Clock 


Ivflio  Geti;  It? 

Picture  Readiness  Game 

Dolch  Basic  Sight  Vocabulary  Cards 

Dolch  Popper  Words 

What  the  Letter  Says  (Dolch) 

Jumbo  Lotto  ^'Community  Helpers" 
Lor  to-- The  World  About  Us 
Zoo  Lotto 


Wliat\s  Missiv^g  Lotto 
ABC  Lotto 


Farm  Lotto 

Go-Togetficr  Lotto 
Object  Lotto 

Riddle-a-Rhyme 

Simple  Object  Bingo  (color  cued) 
The  World  About  Us  Lotto 


Spcl  linj;  Kit 

Little  Red  Riding  Hood  Colorforms 

Shapes,  Colors  and  Forms 

Tens  Counting  Frame 
Human  Body  l\'irts 

O'H.ire  StariLe  Program 

Number  Aid 

I'honic  Rumniy  Set  A  15 
Phonics  for  Reading 
PlaV  Way  "Look"  Dolch 

B.I  sit-  Phrase  Flash  Cards 


Code 


CFR,  GSR 


CSS 

CFR 
CFR 

C>LS,  CSS,   CFR,  CMR, 
(NMS,  NFR,  NMR) 

CFR,  CMR,    (EFR,  EMR) 

CFR,  CFU,  (NFR) 
CMU 
CMU 

CMR,  CSU,   ':eMR,  ESR) 


CFR 

CFR,  CMP. 
CMU,  CFU, 
(EMR,  EFR, 
CMU,  CFR, 
(EMU,  EFU) 
CSR,  CRR, 
CMU,  CFU, 
CFU,  CFC, 
CMU,  (EFU, 
CFR,  (EFU, 
CMR,  CFR, 
CMU,  (EMU, 
CMR 

CFR,  CFU, 
CFR,  CFU, 
(EMU,  EFU) 


CMR,  CFR, 

EMU,  EFU) 
CFU, 

CMR,  CSU, 
(ESR) 
CMC,  CFR, 
Ef'IU) 
EFR) 
CFC,  CFU, 
EFU) 

CFC,  (EFR) 
CMU, 


CSC 

CFR,  (DMS) 
CFR 

CFS,  (MFS) 

CFR,   CMR,   (EFR,  EMR) 
CSU,    (EFU,  ESU) 
CSS 

>ai,  CMR,  (EMR) 
CMU,  (NMU) 
CMR,  CMU,  (EMR) 

CMS 


ERIC 


5'i 


C  ■ 


ludv 


McCr  iw-Hi  I  1 
lil  iiKl 

[•'ishiT-l'r  u-o 


Child's  Wi-ria 


Mi  I  tdii  lU-.idlov 


Crown  .J*  IiisLriu'Li> 


M.I  t  I'l  i  ;  ! 

C.ir'.Jl).'.ii-tl  cld.'k;, 

Krai't  J  .1:1  il    '  1 1  1'  I  fs 
Niimtu.'  t'  -  k  i  1 1' 

r-.'.Kli  M-'   i'hdiiir:;   I'l.isii  C.ifds 

( '1  rdliM  ir..l  Wi ^ !\h-; 

Ti'  I  oiifiiiiu'.i 
i  111',  Shm-:; 

All  i  111,1 1 111,  It    I'riiviJi.'  Food 
AniiTvils   Lh.iL  llulp  Us 

Sum  .St  i'.'k 

I-'  I  .ish  '  ,ir>ls   (■+  and  -) 
!  onii luu"; 


I'l.irt  Muiik 


S  i  f 0  ,   I' Lavsclioo  I 


['rcschoo  l-K]  '.Miit  ntarv  Hd 


An  I  m,i  I   P  ict  urt-  Wiz/.  I  vy, 
Woodi  ii  P\i/,,'.  I  OS 

Mood:-.  ^1  FjiioLioiis   To. idling  Pictures 

Count  .uid  Matidi  Kit 

Count  in;'.  BichMcs 

I'll ono-V lower  PrograuiH 

Aquar  iut;i/Fislics 

Farm  An  i  nui  1     P  ir  t  uro 

Pu?.  7. 1  "S 

Pos  i  t  i ou.s  PoHtor 
Fahrio  Toxturo  IU)ok 
Niimhor  SccnuMico 
Colors    uid  Sltapos 
Nnmhcr  1-10 

CirHit   Ht.'adod  [Viininof's  h  Number  Cards 
Piol  urr  WiMid  Bui  Idcr  Pik;/:1o 
Maj'jit't  fi-  Counting  iJiso  and  Phlrty 

Pranio 
ioriii  I'u/^lo 
Woodon   Tra  11  i  <■  S  i  j',n.. 
Woodon  Pii//  1  OS 
Sh/ipi'  Bo  ird     .Hid  Sliajn'S 
Flaniiol  Anit,i,al<; 
Flamu'l  Pols 
Fl  itiiu'l   Car;:   and  Ti-indc; 
Aninv)!.';   1 11  a  I'ond 


Code 

CISS,  (NSS) 
Cl'R,   CS:S,  CSR, 
(NFU,  NSS) 
CSS,    (NFS,  NSS) 
CFR,  CSS,  CFS 

CFLl,  CW! 

CMS 

CFS 
CFR 

CFli,  CFK,  CMR 
CFU,  CFR,  CMR 

CSS,    (ESR,   NSR,  ESI) 

CSR 

CFR,  (NFR) 
c:SU,  fNSR) 
CFR 
CFR 

CMR,  (EMR) 

C:FR,   CSR,  CSS 

CFU,  (MFU,  MFS,  NFS) 

CMR,  CSS  (niimbers) 

CFU 

CFU 

CFR 

CFR 

CFU,  CFR,  CFC 
CSU,  CSS,  (NSU) 

CFR 

CFR,  CMR 
CFR,'  CSR,  CSU 
cm,  CMU 
CFR 

flFR 

f;MU,  CMi 
CFR 

CFR,  (NFR) 

CFU 

CFU 

CFU 

(d-1I 


ERIC 


On 


'••'H'dlLV  Materials 


IVoscluu,I-KL.m.nt,.rv  Kd.     Aritlun.Lic.  R.adine.s  CFU,  CMU,  CFR 

UndtTsCmdiug  Our  FtH  liu^s  CMR 

Disi-ovL-rinj.',  i)ppositos  CFR 

'^V"'"'"  "-'fl.    (EFI,  NFR) 

1-  l.innol  no:\vd  Aids 

Pick  Pairs  (sc'e  b<KX  lid)  y              CFU,  CFR,   (MFR.  NFC, 

.  EMR) 
iJegianers  Numbur  Poster  Cards       _ ...  '     CFU,  CSU,  CMU 

Wood  Toiiiplatos  v.-    "         rjFU,'  (NFU) 

Rubber  Alii  in,  lis  q^U 

CloLh  Hooks  QPI^ 

^■olor  ap.d  Sliapen  Matching  CFR 

U-t's  Play  Safe  CMS,  CMU 

Number  Tree  and  I'e^^s  CFS 

floior,   Squares,   and  Shapes  CFR,   CFU,  (MFU,  MFR) 

I'ond  Cards  Q-pu 

Matehing  Color  L  Shapes  CFR,    (MFR,  MFU) 

Abacus  Hoard  CFS,  (NFS) 

Urge  Cardboard  Coins  cFU,  CSS,    (MFU,  MSU) 

Small   Kelt  Letters  CFU  CSU 

Laminated  Math  Cards  (Measurement,        CSS,  (ESS) 

Money,  Ktc.) 

Clock  Flash  Cards  CFR  CMS 

Spa  J  ding  Phonogramr.  CSU  CMU 

Plastic  Alphabet  Squares  cSU 

^""'^1  Sign  Cards  CMI,  CMU,  (EMI) 

Measures   (Gal.,  Qt. ,  Pt.)  cSU,  CSS 

Alphabet  PracCice  Cards  (Lower  CFU,   (MFU,  NFU) 

Manuscript) 

Measuring  Cups  CSS,  CSU,  (ESU) 

Checkers  CFS,  (NFS) 

Uncle  Wiggly  Game  CSR,  CFR 

Kitchen  Hingo  CFR,'  (EFR) 

CFC,  CFR,  (EFC) 

Handmade  Cut-Outs  (Kitchen  Utensils, 
Foods,  Cleaners) 


Additional   uncoded  items  are   listed  below: 

Visual  Closure  Cards 

Parker  Hmtliers  B()r;Gl,L  (iliddc-n  Word  Game) 

CRAPI'Li':  (Si'r.unl  led  Word  GaiTK-) 

Li-isiire  l.eaitii  ig  I'racLion 

Crc.itlve  Teachin.i;  Attribute  Dominoes 


CFU 


(A)mpany  M.,t.'fl.ils 

Tri:ncl  Knt.Tpris.s  V.ut:my,lr  [he  Ma/..— Wl.po~o i'l-^t;,i\.Is 

Amufu-aii  loarhing  Ai.ls  ian>',raiii.s 


-cocNiTroN  Ai  11  v  i  in..: 


Aotivliie.s  ior  liu'  oov;nltlon  ta.  tni   are  prescMUed  on  tlu;  foilowiui^  pages.  Tlie 
U-Ltc-rs  U-.ockO    ill  the  MppLM-  righL-haml  corner  correspond  to  the  Cognition  Activi- 
ties (a-ld  pre:^enced   in  Uie   Introduction  of  tlic  Cognition  section. 

Answer-,  tc  act  ivily  ini.-.r.les  are  pi-...sented  at   the  end  of  the  activities. 


>  i 


ERIC 


CFU-1 


CHECK  YOUR  PERCEPTION 


i.     OBSERVATION  } 

MdH^n^'^^H^^f l^f^-hand  side.     Now  see  Mf  you  can  find  that  figure 

hidden  in  the  drawings  on  the  right.  " 

Circle  the  figures  you  think  hide  the  original  figure. 


•  (J 


PICTURE  THIS 

Below  are  some  objects  with  their  details  missing, 
objects  are? 


Can  you  name  what  these 


0 


r  I 
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7 


CFU-1 
(Cont. ) 


i.      I  DKM  11  !'V   \.V|)  M.\'!'l 


I  li'  II  .  irc  ic  I  li(    MiU'   ih.it   inalrlhjs  it 


A 

V 


^:i.ASSI  KV 


I  wo     I  t  t'.Ul'i'        I  11    tM.||     I'dW    .1  f 


B  ^       m        B         ■    '  fl 


J/ 


(Cont.) 


7.  ROTATIOM 


Kxanilac  each  paLr  of  dire.  If  you  think  the  first  die  can  be  turned  into 
the  position  of  the  cube  opposite,  put  a  check. 


VISUALIZE 

Circle  the  strings  that  would  make  a  knot  if  the  ends  wore  pulled, 
A  B  C  D  E 

9.  AMAf.OGY 

IVhich  figure  on  the  right  completes  the  relationship  you  see  on  the  left? 


SHARPENING  YOUR  SENSES 


An  important  part  of  brain  exercising  is  using  all  of  your 
senses.  Most  people  don't.  It's  another  example  of  not 
using  what  you  have.  Problem  solvers  need  all  the  help 
they  can  find. 

Try  to  imagine  the  things  listed  below.  You  can  rate  yourself 
on  each  one:  easy,  hard,  can't  do  it  at  all. 

Imagine  the  taste  of  peanuts. 

Imagine  the  smell  of  gasoline. 

Imagine  the  sound  of  a  car  starting. 

Imagine  the  feel  of  swinging  high  on  a  swing. 

Imagine  the  taste  of  a  banana. 

Imagine  the  smell  of  toothpaste. 

Imagine  the  sound  of  a  dropped  book  hitting  the  floor. 

Imagine  the  feel  of  biting  into  an  apple. 


On  with  more  complicated  ''imagine"  exercises. 

Imagine  the  taste  of  chocolate  ice  cream  changing  into  the 

taste  of  a  piece  of  orange. 
Imagine  the  fee!  of  hopping  on  one  foot  changing  into  the 

feel  of  skipping. 
Imagine  the  smell  of  bread  toasting  changing  into  the  smell 

of  peanut  butter. 
Imagine  the  sound  of  a  friend  laughing  changing  into  the 

sound  of  a  baseball  bat  hitting  the  ball. 


CFt:-2 


SWEET J 


GOOD  1 

Sr  i  sso  rs 

I..ir >;f  slu'i.' t  n  i   \>,\\)i  r 


I'i  nd  .iiiu  vMit  nut    [)  i  cM 


Croup  and  p.isti'   in  groups  according  tc)  classifications  of 


yf)ur  choice.  You 


Salt  V 

^W(M»  t 

Kit  t  rr 
Sour' 


Mv       V(n-  i  f      Kno  ls 
l'*''<'d:.    I  '  vr       V(U-   Ta,;  l.ud 
'■""d?-;   !         Nnt  lalvp 


CRF-1 


J] 


I L  L'  r  L .  I  1  ;S 


4 1   domino  c<\rd^   (See  following  pages,) 


•  L  L  V  i  t  V  : 

riircH'  Li)  four  students  may  play. 
Clards  are  placed   face  down  on  table. 
l\\c\\  plavur  draws  j  cards. 

'^nt*  pi  ivcr  hc/^Jtis  by  plac:ing  (^ne  ()f  her/his  dominoes  face  up  on  the  table. 

I'hv  next  pi  aver  on  the  right  must  match  either  end  of  that  domino  card,  pass, 
or  draw  one  from  tlic  pack. 

As   long  as  thv  player  can  match  an  end  s/lie  may  have  another  turn,  or  draw 
from  the  pack,  or  pass. 

Kir-^t  ()layor  who  gets  rid  of  all  her/his  cards  wins  the  gajnfje. 
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innv  ri)  CKKATK  AN  II.LUSUIN 

W...  all  n..t.,l   I,,  Ik.  awan-  ,«f  (,ow  w.-  can  hv  decoivud  hy  what   wc  soo.  Artists 
<l.-s'    K-rs    t.n,;I,u...rs,  and  oth-M"  people  are  aware  of  this  and  use  ihls  factor  in 
their  work.     hv  leeo.Nin^;  familiar  with  optiraJ   illusions,  we  can  also  learn  to 
iinder-:tand  i'ur  .-air round  1  n;',s  . 

Some  fpes  of  optfeal    l.lusions  are  listed  helow: 

1.     A  vertieal    line     usually  a,.pc-/,rs  to  bo  longer  than  a  horizontal  one. 

.'.     Figures    left  open  appear  tc  he   larger  than  an  equal  figure  completely  closeid. 

^-     l)riwia^.;s  of       three-dimensional   figure  on  a  flat  surface  seem  to  change, 

I'larinv;  one  fij-ure  heiind  the  other  or  drawing  with  depth  makes  equal  figures 
st-em  unecjua  1  .  it, 

').     Si.rrounding  lines  or  figures  nuke  other  lines  or  figures  appear  distorted. 

I.iglir-rolore  1  figures  appear  larger  than  dark-colored  figures  of  equal  sizev 
7.      rhe  distance  between  interrupted  parts  of  a  drawing  seems  to  shrink. 
'■>.     Widgets,  ■i-oiuinuous  boxes,  ar^l  so  on. 

'''y  "•'"'l''^'        ^■•^'•'i  type.     Then,  create  a  picture  or  de:sign  of  optical 

1.  I  I  us  I  ons  . 
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"Sometimes  it's 


Color  tills  page  to 
make  two  diff^.rent 
pictures • 


E^ometimes  it's  ? 
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M/Viv;hin(;  shapes 

Wh  ^^»M^u..lo  nu.ce  ..u  -^o  moved  over  the  dark  puK.Le  piece  by  sliding  or  turning 
^>nLv.     (liu'  pifOt?  .Miinot  bu  fl.  ippi^.d  over.) 
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MIRROR  1H\GES 


If  you  flip  ur  r'^r-^'^t  a  shape,  this  gives  a  mirror  image  of  the  shape.  Three 
samples  of  shapes  and  their  mirror  Images  are  shown  below.     Can  you  draw  in  the 
other  nine? 
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puz;;le  designs 


CFS- 


Circle  the  Katers  beneat.1.  t.he  two  puzzle  pieces  thai  would  complete  t!,o  rectangle 
Ihe  piece  ntiy  be  turned  but  not  flipped. 
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OPTICAL  ILLUSION 

Wliich  center  oircle  is  bigger,  A  or  B?    Measure  to  find  out.    Which  looks  bigger?  Why? 
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CHANCING  SHAPES 


1, 

2. 
3. 


Using  only  one  shape  how  many  different  designs  can  you  make? 

Using  these  shapes  can  you  reproduce  your  original  shape  in  a  larger  size? 

Combine  the  various  shapes  and  create  new  designs.  Trace  the  outline  of  your 
designs  on  paper. 


4. 


Follow  the  directions  on  the  following  pages  for  rearranging  shapes. 
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/  NONVERBAL  PUZZLE  '     '     ,  ^- 
Obj  Oct  Ives  '  . 

X    .  ^     .   '  .  ^  ,        •       \  ■■  .  r 

Development  of .^roup-worklng  skills  in  problem-solving,  development  of  group 
awareness 9  arm  better  acquaintance  among  group  members. 

.     .     —      •,      •  • 

Directions  *  ; 

/         '  •      ,  •  " 

^1.    A  group  of  five  ifeople  works  at  a  time.    There  is  to  he^^nd  talking  o^:' other 
direction  of  one  person  by  another.,  Eacjii  person  rec'^ives  three  r/uzzle  pieces 
and  the  group  task  is  to  put  together  five  squareg  (6",x  6"),  one  in  front 
of  each  person,    CSee  following  pages.)    The  puzzle  is  not  completed  until 
fi'Ve  squares  are  complete.    Although 'one  person  must  not  t^ke  pieces  unless 
they  are  offered,  anyone  can  give  any  number  of  his/her  puzzle  pieqps  to  any- 
one  else.    Players  must  not  ask  for  pl^eces  they  need.    ^     •         •  .  ^ 


2.  After  the  puzifle  is  completed,  discuss  group  feelings  as  a  group.  Find  put 
how  the  first  person  to  complete  a  square  felt  about  it,  ^how  the  person  un- 
able to  make  a  square  felt,  and  .so  on.  .  ^. 

3.  Looking' on,  but  ijot  doing  the  puzzle,  other  students  may  act  as  proo0€f9 
observers  J  lobkirlg  to  see  how  well  the  group  acted  together,  who  was*  most' 
unselfish  in  helping -others,  who  did  not  help,  and  so  on.    Observers  partici- 
pate In  the  discussion  of  group  techniques  and  critiquing  of  thb  process. 


Variations  ,  ^ 

1,  i>  Make  two  seta  of  puzzles  and  have  two  groups  work  simultaneously.    This  is 
^    good  because  plAyers  feei  it  . is  a  game,  group  against  group. 

2.  Al.^ow- the  process  observers  to  tag  one  of  the  group,  changing  pTaces.  with 
him/her  and  helping  to  solve  the  puzzle. 

i' 

This  puzzle  works  well  if  students  are  sitting  on  the  floor,  although  sitting  ^ 
around  a  table  works  well  too.    The  discussion  about  group  feelings  is  most' 
important,  as  well  as  the  conclusions  students  draw  about  working  in  a  group. 
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MAZES 

Collect  a  variety  of  mazes.  Categorize  them  according  to 
difficulty:  ' 

1.  Clnchy 

2. o  Tricky 

3.  Perplexing 


Choose  a  maze  and  find  your  way  through  "it.    Record  the 
time  it  took  you  on  a  line  graph.    Go  through  the  maze 
five  times  and  record  the  minutes  on  your  graph  each 
time. 
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APPLE  MAZE 


Begin  a?  the  word  START,  and' see, If  you  tan  trace  a  path  from  the .apple  to  the 
roari'a  head  without  crossing  dny^nea. 
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G-MAN  CIRCULAR  MAZE 
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-JUNGLE  DISCOVERY  PICTURE  PUZZLE 


CFI?-5 
(Cont.) 


Sir  Arthur  Covlngham  is  off  on  an  expedition  in  Africa.    He  is  looking  for 
the  long-lost  te^nple  of, the  Mogjuglao  tribe.    Can  you  help  him  find  the  shrine? 

Use  your  pencil  ro  trace  a  path  from  start  to  tenple  without  crossing  any ^ of 
I  the  lines. 
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CIRCULAR  REASONING 

Carol  Cashew,  mild-mannered  secretary  for  a  great  metropolitan  publishing 
company  (who  is  In  reality  Llghtfooted  Lady,  champion  of  justice  and  nemtf&ls 
of  evildoers) vTOs  on  Ker  way  to  put  out  a  fire  sale  when  she  was  confronted 
by  a  maze  bullt\by  her  arch  enemy,  the  evil  Suffering  Smyth.    Not  hesitating, 
she  weaved  her  w^^y  through  the  maze  and  arrived  at  the  fire  sale  In  the  nick  of 
time.    How  did  she^do  It? 
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go  from  o  to  0 
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SPELLING  BEh 

It 

Start  with  any  letter  in  the  square  below,  move  one  square  at  a  time  in  any 
diret;tion    until  you  have  spelled  out  a  common  English  word  of  four  or  more 

letters.    For  example,  you  can  start  with  H  in  the  top  row  and  easily  spell 

HURL.    Do  no,t  use  proper  names;  and  do  not  form  plurals  by  adding  "s"  to  thret- 

letter  words.    Par  on  this  .one  is  20  word^  in  25  minuses .  There  are  at  least 
29  words  hidden  in  this  puzzle.    Perhaps  you  can  get  more. 
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FIND  THE  WORDS 


Find  all  possible  words  within  the  squares  of  this  puzzle.    You  may  move  up, 
down,  sideways  or  diagonally.    The  same  letter  square  may  be  used  twice  in  the 
same  word  if  another  letter  is  used  in  be^tween.    In  the  example  below,  the 
letter  "R"  is  used  in  the  word  "roar",  but  "0"  and  "A"  are  used  between. 
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BREAK  THE  CODE 

I 

In  the  following  story,  numbers  have  been  used  instead  of  letters.    Each  number 
represents  a  certain  letter.    Your  task  is  to  break  the  code  and  decide  what 
letter  each  number  stands  for. 

1,  Read  through  the  story  as  much  as  possible. 

2,  Choose  one  number  that  you  can  be  sure  of  the  lettfer  it  replaces.  Change 
that  number  to  the  letter  in  the  entire  story, 

3,  Do'^the  same  for  each  number  in  the  story  until  you  have  broken  the  code,' 


A  Trick  .      Break  the  Code 


One  ho5  d3y,  37  w3n5ed  50 

1. 

173y  3  5264k  on  h6s  f26end,  135. 

2. 

He  offered  h6in  some  64e-4o7d  7einon3de. 

3. 

When  135  53s5ed  65,  he  m3de  3  5e226b7e 

f34e.    37  73ughed  be43use  he  h3dn't 

5.. 

pu5  3ny  sug32  6n  65.    5h35  w3s  3 

6. 

123456A37  Joke.                '  . 

7. 

Try  writing  jjour  own  story  or  message  using  a  similar  code, 

1 


113 


CSR-2 


TRELLIS  TWISTER 


The  trellis  in  the  left^-hand  corner  la- one  of  the  other  eight  as  se^n  from  tjtie 
back.    Which  one?  > 
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ATTRIBUTES  " 

Purpose  of  Lesson      *  '  "  . 

The  students  will  be  able  to  discover  slm^arltles  and  differences  among 
attribute  carda.  ' 

Materials  Needed  •  ' 

Attribute  cards,  (See  following  pages.)  These  designs  may  be  cut  out  and 
pasted  on  cards  or  the  teacher  may  make  a  sqt  of  cards  by  drying  slmlllar 
lines  on  3"  x  5'*  cards  with  a  felt  pen. 

Attributes  for  Attribute  Cards 

-Wide  and  thin  lines 
-Broken  and  continuous 

-Curved  and  straight ,  Irregular  r 
' -Double  and  single  lines " 
-Horizontal  and  vertical 

Activities  *  _ 

Discuss  the  meaning  of  attributes.    Teacher  decides  on  a  certain  attribute  or 
combination  of  attributes.    Teacher  shows  cards  one  at  a  time,  rejecting  or 
accepting  each.    Students  evaluate  cards  teacher  has  accepted  and  determine  the 
attributes;  .  .      -  / 

Variations  „  - 

The  attribute  cards  could  be  paired  and  copied  on  rectangles  of  chipboard  to  make 
a  set  of  attribute  dominoes. 

Rules  for  Attribute  Dondnoes 

Each  player  draws  10  dominoes.  The  object  Is  to  form  the  longest  possible  chain 
according  to  some  rule  of  matching.    Rules  for  matching: 

1.  Dominoes  must  have  ends  that  match,  exactly* 

2.  Ends  match  except  for  color,  * 

3.  Ends  match  except  for  shape, 
4*  Ends  match  except  for  size, 
5*  Ends  match  in  color  only, 

6.  Ends  match  in  shape  only, 

?•  Ends  match  In  size  only, 

8.  Ends  have  exactly  one  difference, 

9.  Ends  have  exactly  two  differences, 
10.  Ends  have  three  differences. 

Note  to  teacher 

There  are  many  good  commercially  prepared  attribute  blocks,  cards,  and  dominoes 
available  In  educational  supply  stores. 
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Find  at  least  36  words 
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WORD  COLLAGE 


Scissors 
Paste 

Large  sheet  of  poster  or  construction  paper 

Select  a  category  of  words,  for  example,  notmo^  adjectives^  or  verbs. 

Sear^  through  the  inaga;5ines  and  find  examples  of  your  words,  the  more  colorful, 
the  better!    Advertisements  and  titles  are  especially  good  sources  of  large, 
colorful  words. 

Cut  out  words. 

Arrange  artistically  and  paste  them  on  the  poster  paper. 


CMS 


ORAL  COMMUNICATION 

<  /  _   

Objective 

i  •  ' 

The  student  will  iise  descriptive  words  orally  to  coinmunl(^ate  directions  to 
other  students  for  drawing  a  given  shape. 

Materials  Needed 

5'^  X  8"  cardd  with  pictures  or  geoioetrlc  shapes  drawn  on  them.  (See  next  page.) 
Paper  and  pencils 

Activity  '  ;  . 

1«  ^Discuss  how  to  give  directions  well  so  that  others  understand. 

2.  Discuss  organization  of  thoughts  and  how  to  develop  a  sequence  to  the 
directions. 

3.  Divide  the  class  Into  groups  of  five, 

4.  Each  child  In  the  group  wllx  have  an  opportunity  to  give  directions  to  whe 
other  children  In  that  group. 

5.  The  child  who  will  be  giving  directions  receives  a  5"  x  8"  card  with  a 
picture  or  geoinetric  shape  drawn  on  It.     (See  next  page.)    Without  showing 
the  rest  of  the  group  the  student  will  use  only  words  to  explain  how  to  draw 
the  shape.    S/He  may  use  only  words  telling  the  types  of  lines  to  use,  the 
direction  the  lines  are  to  go,  the  length  of  the  lines,  and  the  distance 

'  between  them. 

6.  The  other  members  of  the  group  draw  exactly  what  they  are  told.    No  ques- 
tions may  be  asked  of  the  direct  Ion- giver. 

7.  At  the  end  of  the  instructions,  the  group  compares  drawings  to  the  original. 

8.  Another  student  then  gives  directions  from  another  card  until  each  child  has 
a  turn. 

9.  Discuss  the  problems  in  comrpanicating  effectively  and  how  to  remedy  the 
problems. 
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WORD  ATTRIBUTES 


Choose  a  word.  Think  of  the  attributes  of  that  word.  Draw  those  attributes 
into  the  word. 
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MOUNTAINS  OUT  OF  MOLEHILLS 


Here  are  eight  simple  sayings  translated  Into,  complicated  language* 
with  the  original  proverbs  on  the  right. 


Match  them 


1.  A  superabundance  of  talent  skilled  In  the 
preparation  of  gastronomic  concoctions  will 
liH)alr  the  quality  of  a  certain  potable 
'solution  made  by  Immersing  a  gallinaceous 
bird  In. ebullient  Adam's  ale. 

2.  ♦  Ind:*.vlduals  who  perforce  are  constrained 

to  be  domiciled  In  vitreous  structures  of 
patent  fragility  should  on  no  account 
employ  petrous  formations  as  projectiles. 

3.  That  prudent  avis  which  matutlnally 
desertB  the,  cosiness  of  Its  abode  will 
ensnare  a  vermiculate  creature. 

4.  Everything  that  coruscates  with 
effulgence  Is  not  aurous. 

5.  Do  not  dissipate  your  competence  by 
hebetudlnous  prodigality  lest  you  sub- 
sequently lament  an  exiguous  Inadequacy. 

6.  An  addlepated  bonehead  and  his  specie 
devarlcate  with  startling  prematurity. 


a.  The  early  bird  catches 
the  woinn. 

b.  A  fool  and  his  money  are 
soon  parted. 

c.  Waste  not,  want  not. 

d.  Too  many  cooks  appll  the  . 
broth. 

e.  Look  before  you  leap. 

f.  All  that  glitters  Is  not 
gold. 

g.  People  who  live  In  glasa 
houses  shouldn't  throw 
stionea. 

h.  It's  an  111  wind  that  blows 
nobody  any  good. 


7.  It  can  be  no  other  than  a  maleficent 
horizontally  propelled  current  of  gaseous 
matter  whose  portentous  ad\  :nt  Is  not  the 
harbinger  of  a  modicum  of  beneficence.  * 

8.  One  should  hyperaesthetlcally  exercise 
macroscopy  upon  that  situs  which  one  will 
eventually  tenant  If  one  propels  oneself 
Into  the  troposphere.     •  . 

Discuss:  After  trying  this  semantic  exercise  what  conclusions  have  you  reached 
about  the  use  of  words  and  communication? 

Try  writing  some,  of  your  own  proverbs  or  fai||||  tales  using  big  words.  You  will 
need  a  good  dictionary!  . 
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ANSWERS 


CFU-1    CHECK  YOUR  PERCEPTION 


ERIC 


1.  The  ability  to  see  one  pattern  within  another  Ls  necessary  to  develop' 
original  designs  and  to  observe  things  closeiyr^  You  should  see  the  basic 
pattern  in  nunibers  2  and  4/   (If  a  child  can  explain  and  diagram  number  so 

it  fits, correctly,  give  him/her  credit.) 

* 

2.  Perception  is  an  active,  pattern-seeking  process  and  is  important  to  the 
act  of  thinking.    Just  as  you  tried  to  find  a  pattern  in  number  1,  here  you 
get  ^'closure."    You  may  be  able  to  supply  the  missing  detail  in  your  mind 
due  to  having  seen  these  objects  in  the  past.  ^  Your  mind  completed  the 
closure  of  an  lncoiiq)lete  figure. 

Answers:    house,  violin,  tape  dispenser,  book,  camel. 

3.  The  correct  ^answers  are:    C,  D,  B 

If  you  could  match  these  correctly,  you  looked  for  patterns.    If  you  can 
do  these  quickly  .you  have  aeen  the  pattern  as  a  whole. 

The  long  way  involves  detailed  comparison  and  perhaps  talking  to  yourself. 

The  computer  uses  this  method  and  is' a  slow  visual  thinker.    A  computer 

takes  great  effort  to  perform  operations  that  humans  can  perform  effortlessly. 

4.  ..This  operation  is  more  difficult  because  it  establishcjs  categories  for  sepa- 

rating items.  A  computer  must  be  programmed  to  gain  the  ability  to  classify, 
but  this  is  a  routine  matter  for  the  human  mind. .  How  easy  was  it  for  you? 

Answers:    a  and  e,    a  and  e,    c  and  f  . 

5.  Activities  involving  drawing  shows  how  actively  you  seek  patterns.    To  draw 
the*  required  image  your  mind  and  eyes  have  to  work  together  to  "seci"  it 
correctly. 

6.  Rotating  objects  in  your  mind  is  more  difficult.    You  have  to  use  imagina- 
tion and  base  it  on  what  you  see. 

1.    A  three-dimensional  object  is  even  harder.    You  have  more  areas  to  think 
about  and  consider. 

If  you  checked  the  first  pair  of  dice,  you  rotated  the  dice  correctly. 

8.  You  had  to  move  a  piece  of  string  in  space  in  your  mind.  *  This  is  very 
difficult  and  requires  you  to  form  the  image  in  your  mind. 

Answer:    The  knots  ^re  B,  C,  E  .  , 

9.  Logical  reasoning  can  use  visual  thinking  as  mufh  as  verbal  or  mathematical 
thinking.    Putting  objects  together  from  an  idea  pre;3ented  is  used  by  the 
artist  and  inventors  to  create  new  ideas. 

To  answer  correctly,  ydu  should  have:    D  and  C 

1  1 
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10.    Picturing  images  can  become  more  complicated  as  In  this  "activity.  Based 
on  a  pattern  of  what  you  have  seen,  you  are  asked  to  visualize  what  would 
come  next# 


The  answers  are: 


11.    The  ability  to  remember  what  you  have  seen  is  hard  to  measure.    A  poor 

memory  may  be  the  result  of  inaccurate  perception.    In  fact,  active^ percep- 
tion and  a  faithful  memory  are  closely  tied  together.    The  more  actively 
you  perceived  these  figures  the  better  you  remembered  them. 


CFS-3    MATCHING  SHAPES 

Row  1 — k 
Row  2— C 
Row  3~C 
Row  4 — A 
Row  5— B 


CFS-A    MIRROR  IMAGES 


L 


CFS-7    PU^XLE  PIECES 

Row  1— B  and  '^ 

Row  2— A  and  CV. 

Row  3 — A  and  E  bi"  B  and  C 

Row  4— C  and  E 

Row  5— a^and  D 

Row  6-A^nd  E 

Row  7— A'  and  C 
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C^S  ATTRIBUTES 

!•    Wlde»  double y  vertical 

2.  Wlde»  thln»  curved,  double 

3.  .Broken,  straJLght,  thin,  single 

horizontal 

4.  Broken,  straight^  doi^ble,  wide, 
horizontal 

'5.    Double,  wide,  vertical,  broken 

6.    Thin,  wide,  double,  horizontal 
continuous 

?•    Wide,  broken.  Irregular »  single 

8.  Single,  thin,  wide,  vertical 
continuous 

9.  Thin,  vertical,  continuous,  single 

10.  -  Irregular,  thin,  wide,  double  broken 

11.  Curved,  wide,  single 

12.  Vertical,  single  broken,  wide, 
straight 

Thin,  wide,  horizontal,  broken, 
single  straight 

14.    Thin,  wldBj  Irregular,  double, 
contliluous 

15*    Double,  vide,  thin,  horizontal 
;  straight,  broken 

16.  Irregular^  thin,  slngliB,  continuous 

n.  Doubl^e,  thin.  Irregular  continuous 

18.  Double,  wide.  Irregular,  continuous 

19.  Thin,  wide,  double,  brokciv,  curved 

20,  Thin,  straight,  vertical,  double, 
continuous  ^  . 

21,  Brqken,  double,  thin,  Irregular 

22.  Thin,  horizontal,  straight,,  single, 
continuous  '  ' 

23,  Wide,  thin,  single,  irregular, 
continuous 


25. 

26  ^ 

'  27. 
28. 

29. 

30. 
31. 

32. 
33. 

34. 

•v35. 

36. 
37. 
38. 
39. 

40. 
41. 
42. 

43.» 
44. 

45. 

46. 
4/. 

48. 


Curved,  double,  wide,  continuous 

wide,  single,  vertical,  straight,  , 
continuous 

Curved,  thin,  single,  broken 

Thin,  broken,  vertical,  straight, 
single 

Wide,  thin,  continuous,  straight, 
si  gle,  horizontal  % 

Broken,  Irregular, , thin,  single  \ 

Vertical,  double,  thin,  broken 
straight 

Broken,  cupred,  single,  wide thin 

Straight,  vertical,  wide,  thin, 
broken,  single  ' 

Curved,  single,  wide,  thin,  continuous 

Double,  continuous,  wide  straight^ 
horizontal 

Broken,  Irregular^,. single,  wide,  thin 

Broken,  wide.  Irregular^  double. 

Broken,  wide,  curvad,  single 

Double,  thin,  continuous,  straight 
horizontal 

Single,  curved,  thin,  continuous 

Broken,  double,  curved  wide 

Wide,  single,  continuous,  straight, 
horizontal 

Broken,  double,  thin,  culrved 


Wide,  thin,  vertical,  straight , 
continuous ,  double 

Broken,  vertical,  single,  straight, 
horizontal 

Curved,  double,  thin,  continuous 

»  { 

Double,  broken,  thin,  straight  l  i 
horizontal 

Double,  wide,  thin  vertical, 
straight,  broken  i 


24,    Wide,  single,  Irregular,  continuous 
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CSR-X    BREAK  THE  CODE 

2—  r 

3—  a 

4—  c 

5—  t 

6—  i 

7—  1  > 


GMT- 2  MOUNTAINS-  OUT  OF  MOLEHILLS 

1-  -d 

2-  g 
3~a 
A-£ 

5—  c  • 

6—  b 

7—  h  '  ^ 


8— e 


AC 
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COGNITION  TASK  CARDS 


Task  cards  created  for  use  with  the  cognition  factor  are  presented  on  the 
following  pages.  Answers  for^  two  of  the  i^tizzles  are  presented  at  the  end 
of  the  section.  .  a  • 

*• 

/"»      .»  *  ^ 

The  task  dajrds  haVe  also  been  printed  on  a  heavier  stock  and  sets  (Stock  No. 

41-S-9941)  ma^  be  ordered  through  the  Office  of  Materials  Development,  telephone 

293-8140.  ■  '  '     -  . 


I  v.. 
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Task  Card  1 


COGNITION  WALK^ 


Leave  the  confines  of  the  classroom  to  ta|c?  a  cognition  walk*    Keep  your  senses 
alert  and  be -keen  observers.    Maybe  you  ciin  arrange  to  go  in  small  groups. 
Discu  ;  and  name  all  the  things  you  sde  and  hear,  as  well  as  what  you  can  touch, 
taste,  or  smell.  .1 

When  you  return  to  the  classroom  you  may  want  to  discuss,  write  about,  or  draw 
pictures  of  your  walk. 


Rcod  activity  to  introdurv'  and  discuss  the  concept  of  cognition. 


Task  Card  2 


ALPHABET  SOUP 


Materials  Needed 

Alphabet  macaroni  (at  least  1  teaspoon  per  student) 
Toothpicks  (optional,  helpful  for  separating  the  letters) 


Activity 

Students  are  given  one  teaspooaful  of  alphabet  macaroni*  Tiey  are  given  a  time 
limit  (5-15  minutes)  to  make  as  ^any  words  as  they  can  from  the  macaroni. 


Variations 

**Begglng  time**  can  be  called  by  the  teacher  for  five  minutes,  and  students  can 
ask  others  for  letters  they  need*    "Begging  time"  is  ended  by  the  teacher. 
Students  have  five  more  minutes  to  finish  their  lists  jf  words.    Point  values 
can  be  ^assigned  for  three-letter  words,  four-letter  words,  and  so  on.  The 
students  total  their  accumulated  points  to  determine  a  winner. 

i 

Students  may  practice  making  words  from  macaroni  as  an  Independent  activity. 

Play  the  ganoe  again  but  place  the  words  in  a  crossword  puzzle  ^form. 

\ 

Student  can  use  pacaroul  lettero  to  "write"  original  poems  on  wooden  plaques  or 
on  cardboard.     (Letters  are  glued  on,  then  covered  with  shellac  or  varnish.) 

(This  actlvlt)r  is  coded  CSU.) 


I5> 
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Task  Card  3 


FOR  YOU  TO  TRY 


Try  one  or  more  of  the  things  below.    Give  a  brief  report  to  your  class  or 
teacher  on  how  it  came  out#    Feel  free  to  suggest  your  own  id^as  to  your 
teacher. 


1.  Take  |a  walk  and  list  at  least  10  sour.ds,  sights,  or  smells  you  never  noticed 
before.    On  your  way  to  school,  try  going  a  different  way,  or  go  the  same 
way  and  try  to  find  something  you've  never  noticed  before, 

2.  Ask  your  mother  td  1ft t  you  prepare  a  new  dish  for  supper — something  no  one 
in  your  family  has  tried  before. 

3.  Get  a  committee  to  prepare  a  bulletin  board  on  unusual  ideas.     (If  you  like 
to  WO'  <  alone,  prepare  a  notebook  instead.) 

4.  Tape  record  some  unusual  sounds.    Ask  your  classmates  to  identify  them;  Or 
record  connnon  sounds  and  play  them  at  different  speeds. 

5.  Report  to  the  class  on  a  new  idea  you  have  found  helpful  at  home  or  at 
school. 


Task  Card  4 

TRACE  AND  ERASE 


The  object  of  the  game  is  for  one  player  to  "erase"  all  four  words  of  his/her 
opponent,  and .then  tell  his/her  opponent  the  words  which  -be /she  managed  to 
"erase." 


Two  players  may  participate.    Each  player  has  a  board  on  which  are  two  squares 
with  100  boxes.   The  boxes  are  numbered  on  top  from  1  to  10.    The  letters  A-J  run 
down  between  the  two  squares,  one  letter  alongside  each  box.    In  this  way  you 
can  designate  the  position  of  any  box.    For  example  if  you  call  G-4,  that  means 
the  seventh  box  down  and  the  fourth  box  in. 

Vfhen  the  game  starts,  each  player  has  exactly  the  same  diagram.    S/He  marks  the 
left-hand  square  "My  Chalkboard"  and  the  other  square  "Opponent's  Chalkboard." 

Each  "player  starts  with  a  chalkboard  on  which  s/he  has  placed  four  words  in 
any  place  or  any  position,  vertically,  diagonally,  or  straight  across.  S/He 
must  decide  on  one  four-letter  word,  one  three-letter  word,  and  two  two-letter 
words.    The  only  two  restrictions  are  that  no  word  may  touch  another  word. 
Each  word  must  be  separated  by  one  blank  box,  and  only  one  letter  may  appear 
for  each  box.     (The  example  shows  how  you  can  position  your  words  and  also 
keep  track  of  the  boxes  you  .called  from  your  opponent's  chalkboard.) 

V 

The  players .sit  opposite  each  other  with  the  stand  in  between  them  so  that  they 
cannot  see  each  other's  charts.    Once  the  words  are  placed  the  game  starts. 

The  idea  of  the  game  is  to  try  to  erase  your  opponent's  chalkboard  completely 
and  guess  the  words  s/he  has  used.    If  you  call  out  a  box  on  which  your  opponent' 
word  is  placed,  you  make  an  erasure.    But  one  erasure  is  not  enough  to  erase 
the  whole  word.    You  must  hit  every  box  on  which  that  word  is  positioned. 

The  game  starts  with  the  first  player  calling  out  four  different  boxes.    As  s/he 
calls  each  one,  s/he  marks  the  call  on  her/his  own  "Opponent's  Chalkboard." 
Looking  at  the  example;  the  first  player  has  called  out  1-3,  D-4,  E-5,  and  B-8. 
After  s/he  completes  the  full  call,  her/his  opponent  reports  if  any  erasure  has 
been  made  and  if  so  what  length  of  word  s/he  hit,  and  the  name  of  the  letter. 
For  example,  her/his  opponent  must  report  "no  erasure"  or  "one  erasure"  on  a  four 
letter  word,  and  the  letter  is  D. 

The  other  player  then  gets  a  turn.    S/He  too  records  calls  on  her/his  "Opponent's 
Chalkboard."    The  first  player  records  all  her/his  opponent's  erasures  on  her/ 
his  own  chart  and  tells  opponent  what  erasures  have  been  made. 

The  example  indicates  that  the  second  player  has  called  A-3,  B-3,  C-3,  and  D-3 
and  has  made  an  erasure  on  the  first  player's  four-letter  word.  , 

Play  proceeds  In  this  manner  with  each  player  keeping  a  record  of  every  call 
made  b>  her /himself  and  opponent.    In  this  way  each  player  learns  where  opponents 
words  are  located.  .  _  ^ 
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Task  Card  4 
(ContO 


After  a  player  loses  an  entire  word  s/he  is  entitled  then  to  only  three  calls 
on  each  turn  thereafter*    In  the  same  way,  any  time  a  player  loses  a  word  her/ 
his  calls  are  reduced  by  one.    When  either  player  succeeds  in  erasing  and 
guessing  all  four  of  her/his  opponent's  words,  s/he  wins  the  game*. 


i    2    3    4    5    6    7    8    9  10 


12.3   4    5    6    7   8    9  10 


9 

c 

X 

f 

— 

I 

D 

6 

T 

T 

0 

A 
B 

C 
D 
E 
F 
G 
H 
I 

J 
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Task  Card  5 


FINGER  PRINTING 


Materials  Needed 


Stamp  pad 


Copy  pf  the  finger  printing  card 
Magnifying  glass 

Directions 

Fill  out  your,  own  flriger  printing  form.    You  might  want  to  use  your  imagination 
in  filling  out  parts  of  the  form;  for  example,  aliases.    After  your  prints  are 
made,  classify  your  prints  according  to  type. 


loop 


Additional  Activities 


If  you  can  obtain  some  finger  printing  dust  and  a  brush  you  might  try  to  solve 
a  pretend  "WHODUNIT"! 


After  a  group  has  completed  finger  print  forms,  put  some  prints ; on  blank  cards. 
Identify  the  prints  by  using  the  forms..  1 
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FINGER  PRINTING  FORM 


Task  Card  5 
(Cont.) 


LIAVI  TNN  SMCt  UANK 


niNi. 


(.1.1.  Ni. 


■  lONATUNC  OP  PERSON  PINOKRPRINTEO 


LAST  NAME 


PIRST  NAME 


MIUOLK  NAME 


CONTRIIUTOR«^AND  ADORISI 


RESIDENCE  OP  PERSON  PINCERPRINTEO 


POUCE  DEFAR-MEN 
SAiV  DIEGO,  CALIF. 


OCCUPATION 


SCARS  AND  MARKS 


AIWIPUTATION 


VSJONATURK  6k  OFFICIAI. 
TAKING  FINOCRPRINTS 


r  RIGHT  THUMI 


DATr 


AUIASKS 


C9NTRISUTOR  S  No. 


PUACC  or  SIRTH 


CITIZENSHIP 


I  tCHCCK  IF  NO  RCCOROl 
— 1|S  DCSIRI 


ICD 


RACE 

HI.  HN.I 

WT/ 

DAT!  or  1 

ilRTN 

HAIR 

KVPS 

UAVI  TMIt  ITAtt  lUNK 


CUASS- 


Ntr. 


2.  RIGHT  INDEX 


9.  RIGHT  MIOOLC 


S.  LCrr  THUMS 


7.  UCFT  INDEX 


LEFT  FOUR  FINGERS  TAKEN  SI M UUT ANECUfeL Y 


S.  UCFT  MIDDLE 


CLAltCO  MV 


ICARCHCO  iV 


CHKCKKO  MV 


Li rt  TMUM»         HiaNT  THUMi 


4.  RIGHT  RING 


S.  LEFT  RING 


S.  RIGHT  UTTLE 


10.  UEFT  UITTLE 


RIGHT  FOUR  FINGERS  TAKEN  SIMULTANEOUSLY 


,1 


STATE  SUREAU  OF  IDENTIFICATION 

HACRAMCNTO.  CALIFORNIA 


ERIC 
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Task  Card  6 


SAY  IT  WITH 


SYMBOLS 


The  signs  along  our  highways  give  directions  to 
drivers,    A  good  symbol  should  enable  the  driver 
to  recognize  Its  meaning  Instantly,  Design 
a  symbol  for  each  message  below. 


Animal  Crossing 


Slippery  Road 


Railr;oad  Crossing 


1  r 


Tasl 


1.  Select  a  category,  e.g.,  football,  traffic  directions, 
air  traffic  controller,  and  so  on.  ^ 

2.  Design  different  hand  signals  that  woiild  Indicate  a 
command,  phrase,  or  saying  within  that  category. 


ERIC 


Task  Card  & 


FAVORITE  QUOTE 


Materials  Needed 

A  book  of  famous  quotations 
Poster  paper 

Crayons 9  colored  pencils j  felt  pens»  etc^ 


Activity     '  .  ' 

Choose  a  favorite  faaious  quotation  and  make  a  poster  which  Illustrates  the 
quotation.    Examples:    "If  you  can't  stand  the  heat,  get  out  of  the  kitchen." 
Or  "The  buck  stops  here."    (Harry  Truman)    Or  other  famous  quotes. 


Declare  a  **No  Talking  Day/*    Give  each  participant  "The 
Great  I'm  a  Non-Talker  Memo  Book."    l^layers  may  communicate 
only  by  writing.    Each  non-talker  will  receive  a  set  of 
siqall  prizes:    points,  chips,  and  so  on*  If 
someone  hears  a  jplayer  talking,  he/she  may  take  one 
of  the  talker's  prizes!    The  game  may  be  inade 
more  complicated  by  adding  additional  rules,  e.g., 
if  a  spelling  or  punctuation  error  is  found  the 
player  must  forfeit  another  prize! 

No  talking  at  recess! 


15.') 
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TMk  Card'  10 


■■A 


Hm  student  will  jomA  amiy  dittoed  eopltt  ot  thla  chMtboard,  or  emr  £t*  vitli  \  ' 
acetate.   It       take  nwd^  attMipti  to  aol^  *thik  prpblea, 

A  ilij  leaded  on       ^quave  in  the  top  Uft  hand^ 
comer  df  a  oheaibeaid  and  .then  proceeded  to 
vlalt  every  iililte  aqvare.    It  did  thla  without  . 
ever  enterini  a  black  aqtare  or  ever  paaaing 
throdi^  the  aaM  interaection  iiore  than  once.'  ' 
Can  you  shoir^ts  route?  '  It  can  be  done  in  17 
contlnuoua  stiralght  couraee. 


s 

T 
I 
C 
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48 


HANG 
IN 


THERE! 


Material  Needed 
Toothpicks  (24) 


Directions 


Task  Card  11 v 


TOOTHPICK  TEASER 


Arrange  them  in  the  position  as  shown.    Reaiove     toothpicks  to  create  two 
8(;^uare8  of  unequal  .size.  .      '  . 

(In  this  activity  the  process  of  actually  manipulating  the  toothpicks  un|til  you 
perce^-ve  the  solution  is  iaiportant. ) 


TOP  SECRETl  When  you  discover'  the  solution,  do  not  te^l.  Allow  your  classmates 
the  thrill  o^'  discovering  it  themselves  I 
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Task* Card  12 


WIEN  IS  ^  HOUSE  NOT  A  HOUSE? 

Materials  Needed 

Paper  <  - 

Crayons  • 

A  partner 


Directions  '  ■  ^ 

In  this  aptlidty  you  must  depend  ^cm^zy  upon  verbal  coimQunlcatloia!  ^ 

Sit  back-to-back  with  ypur  partner..    Each  of  you  will  need  crayons  and  paper. 
Begin  to  draw  a  picture  Cor  design).    Describe  It  to  your  partner.    With  each 
additional  Item  you  add  to  yt)ur  picture,  continue  to  describe  it  to  your  partner. 
Your  partner  may  ask  questions  about  dlze,  dhape,  and  color,  but  only  questions 
that  can  be  answered  "Yes*'  or  "No."  '  ,  ' 

When  you  finish,  compare.    What  features  were  comAunicated  accurat;ely?  Were 
there  some  mistinderstandings? 


Discuss  ways  of  describing  features  more'  precisely.  . 

Tills  activity  could  lead  to  a  deeper  discussioi)  vof  problems  in  communication. 
Relate  experiences  when  yoti,were  misunderstood  or  when  you  didn^t  understand 
someone.    What  was  the  cause  of  the  prpblem?    What  did  yju  do? 


/  . 
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Filvl  aii  26  letLer^  of  the  alphabet  In  this  all-in-one. 
You  will  need  to  study  it  from  every  direction  to  find 
their  all. 

Try  making  your  dwn  all-in-one* 


its;: 
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T^ak  Card  14 


/ 


/ 
/ 


Materials  Needed 

Colored  cellophane 

Tagboard 

Scissors 

Paste 


Activity  j  / 

Here  is  a  way  to  rediscover  a  familiar  environment.  Create  a  flainboyant  pair 
of  eye  glasses  with  cellophane  apd  tagboard. 

Take  a  cognitive  walk  and  rediscbyfer  your  environment. 

Think  divergently  on  this  comprehension  activity  anid  experiment  with  blending 
the  colors. 
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MEMORY 
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ERIC 


MEMORY  * 


INTRODUCTION  . 

Code  -  M      '  Color  -  Blue 

Memory  is  the  reten::ion  or  storage  with  soioe  degree  of  availability  of  Informa- 
tion*   Memory  Is  essential  to  academic  success  and  la  one  of  the  easiest  of  the 
operations  to  develop*    There  are  many  fun  activities  and  Interesting  tasks 
available  which  wl]l  motivate  students  to  Improve  their  memory.    Many  commer- 
cially made  games  are  available  which  can  enhance  memory  training* 

It  is  important  during  memory  lessons  to  encourage  the  students  to  discuss  how 
they  remembered  things*    Did  they  repeat  a  concept  over  and  over  (repetition) » 
did  they  clcse  their  eyes  and  picture  it,  did  they  make  associations?  By 
encouraging  this  informal  analysis  students  bejcome  aware  of  the  different  memory 
systems,  try  them  and,  hopefully,  discover  the  systems  that  work  best  for  them. 
Many  mnemonic  devices  can  be  taught.    Excellent  books  (many^  In  paperback)  are 
available  on  memory  training.    These  are  excellent  sources  of  Information  for 
both  the  teacher  and  student. 

Have  fun  with  these  lessons. 


GLOSSARY  FOR  SOI  FACTOR  DEFINITIONS  IN  MEMORY 
(WISC--R  Analysis) 

MFU  -  Recalls  materials  learned    y  visual  and  auditory  presentation 

MFS  -  Recalls  arrangement  of  objects  previously  presented 

MFT  -  Memory  for  transformations  of  flgural  material  previously  changed 

MSU  -  Recalls  for  immediate  production  after  one  presentation  a  series  of 

numerals    or  letters 
MSS  -  Memory  for  a  system  of  numerals,  symbols,  or  letters 
MSI  -  Memory  for  well-practiced  number  operations 

MMU  -  Reproduces  previously  presented  ideas  bv  words  studied 
MMR  -  Remembers  meaningful  pairs  of  words 

MMS  -  Remembers  order  of  materials       events  presented  visually  or  auditorially 


\ 


*The  memory  section  does  not  have  an  answer  section • 
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MFU 

Memory  of  Objects  Presented 
Map  Memory 

MSU  ^ 

Morse  Code  / 
Memory  for  Letters 
Digit  Recall 

'  ■  ■  / 

MMU 

Memory  of  Words 
Flash  Cards 
Definitions 

'i 

C 

MFC 

Memory  for  Classes 

Recall  of  Classes  Presented 

MSC        .          /  . 

Memory  of  Word  Classification 
Memory  of  Number  Classes 
Presented 

MMC 

/ 

Memory  of  Word  Classes 
Presented  and  Removed 

*  7 

/ 
f 

! 

R 

MFR 

Study  and  Recall,  Positions 
Placement  Memory 
Memory  of  Paired  Figures 

MSR 

Memory  of  Letter  Series  • 
Memory  of  Hames 
Memory  of  Words/Humbers 

MMR  ' 

Antonyms                 ,  " 
Analogies  Presented 

S 

MFS 

Memory  of  Positions 

Memory  of  Sequential  Positions 

Memory  of  Dances 

Mpmnrv  nf  Position*;  f Blocks 

Page,  Designs) 

.  MSS 

Digits  Backward  Recall 

Nonsense  Words 

Memory  for  Musical  Notes 

• 

,  MMS 

Following  Directions  / 
Calendar  / 
Gossip  Game  / 
Days  of  the  Week 

T 

MFT 

Memory  of  Block  Patterns 
Memory  of  Paper  Folding 
Memory  of  Picture  Rotations 

• 

MST 

Misspelled  Words 
Word  Transformations 
Number  Reversals 

MMT 

Homonyms 

r 

r 

1 

MFI 

Object  Recall 
Figure  Recall 

1  _ 

MSI 

Multiplication  Tables 
Addition  and  Subtraction  Facts 

V  1 

MMI 

Memory  for  Implications 
Connections  Between  Elementary 
Inferences 

Match  Job  Descriptions  with 
Characters  in  a  book 

ERLC 


ReiMited  with  permission  from  the  SOI  Coloring  Book^ 
©Mary  Meeker  1977. 


Institute,  214  Main  Street,  El  Segundo,  CA  90^ 
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COMMERCIALLY  PREPARED  MATERIALS 

Many  of  the  comraerciajly  prepared  educational  materials  can  be  used  to  supple- 
ment the  activities  and  materials  developed  for  SOI  operations.    The  following 
list  presents  materials  which  have  been  coded  for  the  mamory  operation*  In 
some  cases,  it  was  found  that  the 'mater ials  could  be  used  for  several  different 
cells  in  the  SOI  model  andt^were  coded  accordingly.    Additional  cells  (codes) 
'are  indicated  in  parentljeses. 


Company 


Instructo 


Developmentc^l  Learning 


Milton  Bradley 


0 

Ideal 


Instructo 


Materials 

Language  Concepts  in  Song  Color 

Pattern  Board 
Sort-a-Card 

Flannel  Board  Story  Kits 
Peg  Board  Sets 
Magnetic  Numerals 
Number  Names  &  Symbols 

Colored  Blocks  in  Squares 
Colored  Stringing  Shapes 
Design  Cards,  Colored  Cubes 
Colored  Cubes/Cards 
Parquetry 

Auditory  Perception,  Training 
Memory 

Musical  Instruments 
Beads  and  Laces 


Perceptual  Development  Cards 
Classification  Charts 
Colored  Cubes 

Numerals  and  Couriting  Shapes 


Code 

MMU,  MFU,  MFS  (CFR, 
CFS,  NFS,  CFU) 
MFC,  MFR  (CFG,  NFC) 
MMS 
MFU 

MSS,  MMS  (CSU) 
MSU 

MFU,  MFR  (CFU,  CFR) 
MFU,  MFR  (CFU,  CFR) 
MFS,  MFR  (NFR,  NFS) 
MFR  (NFft) 
MFU  (NFR) 
MMU 


MFU,  MFR  (CFU,^  CFR) 
MFU,  MFS  (CFU,  CFR, 
NFS) 

MFU  (Set  D) 
MFC  (CFC,  CFR) 
MFU,  MFR  (CFU,  CFR) 

MFU  (CFU,  NFU,  CSU) 


BOOKS 


Title 

r 

The  Memory  Book 

How  To  Develop  an 
Exceptional  Memovij 

Mcm-O-^pell 

Hcnibi,  The  Exciting 
Mcmoivj  Crcvne 

Memovii — Card  Matching 
(kmc  '' 


Author 

Harry  Lnrayne  and 
vlerry  Lucas 

Morrlr^  N.  Young,  M*D.  and 
Waiter  B.  Gibson 


Publisher /Conyany 

BallantJne  Books 

V;ilshire  Book  Co* 
Leisure  Learning 

Playing  Card  Co,,  D-7022  Leinfelden/ 
Stutt'^art,  Western  Germany 

Milton  Bradley 
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MEMORY  ACTIVITIES 


Activities  for  the  memory  factor  are  presented  on  the  following  pages.  The 
letters  (code)  in  the  upper  right-hand  corner  correspond  to  the  Memory  Activi- 
ties Grid  presented  in  the  Introduction  to  the  Memory  section. 


/ 
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MFU-1 


MISSING  PERSON 


For  this  game  you  will  need  a.  group  of  ten*  students. 

Be  sure  everyone  knows  all  the  names  of  the  others  In  the  group.-  (This  can 
also  be  a  memory  activity 1)                                                ^  o 

Choose  one  person  to  be  "It."    "It"  leaves  the  room.    Another  person  Is  chosen 

to  hide  In  the  closet.    The  remaining  students  acramble-<^change  seats.  (With 
very  young  students  this  scrambling  may  be  omitted.)               '  < 


"It"  returns  to  the  room  and  tries  to  name  the  missing  person. 
Increase  the  number  of  participants  to  make'  the  game  more  challenging. 


ERIC 


*The  number  inay  vary  depending  upon  the  ability  of  the  students. 
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MFU-2 


REMEMBER  AND  DRAW 


Cut  cards  apart.    Show  to  students.  ^Students  study  cards  then  reproduce  on 
iSlank"  paper  from  neiobry.    Through  continued  practice  students  should  Increase 
ability  to  reproduce  figures  from  memory  and  decrease  thc^  time  In  copying  the 
figures.  ■  ' 


ERIC 


/•  ■ 

MFU-2 
(Cont.) 


.•I  ^ 


I 


MFU-2  f 
(Cont.) 


/ 

/ 

f  ■ 

-  ^ 

• 

• 

i 

\ 

/ 
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I  0 


;  / 

■/  .  HOW  GOOD  A  WITNESS  WOULD  YOU  BE? 

Duplicate  for  students  or  make  a,  transparency.    Allow  three  to  five  minutes 
for  study.  Answer  questions.    (See  next  page.)    Allow  students  to  correct  the^r 
answers  by  again  seeing  the  picture. 


HOW  GOOD  A  WITNESS  WOULD  YOU  BE? 
Questions  for  Memory 


Is  anyone  riding  a  tricycle? 
2.    Is  anytne  playing  ball? 


3,    Did  anyone  buy  a  pinvheel? 


4.  How  many  baby  cari^lages  are  there? 

5.  How  many  sliding  chutes ^^e-^here? 


6.  Is  there  a  policeman  in  the  picture>v^   

7.  Did  anyone  reach  the  top  of  the  Jungle  gym? 

8.  Is  enyone  using  the  ^esav?  /  

9.  Was  theKe  a  boy  or  girl  on  the  swing?   


10.  How  many  balloons  did  the  ice  cream  man  have? 

11.  How  many  children  are  playing  In  the  fjand  :>it? 

,  12.  Does  the  ice  crdeam^man:  liave  a  moustache?  

13.  Is  there  a  &M±ng  in  the  picture? 

14.  Did  aiiyone  buy  a  balloon?  ^  


1^<^'^  How  many  benches  are  there? 
'16.    How  many  ladies  are  there? 


17.    Does  anyone  have  a  pail  and  shovel? 


18.  Is  the  ice  cream  man  driving  a  truck? 

19.  Is  there  a  wading  pool  in  the  picture? 

20.  Is  anyone  running?   


MFR 

(Cont . ) 


166 


MFS-1 


MEH)RY  SYSTEMS 


upllcate  for  each  student  and  cut  into  strips.    Students  study  each  strip  In  turn  and 
reproduce  It  on  paper  from  iDemory.    After  finishing  alii,  strips,  students  check.  Discuss 
Demory  syscems  used. 


1. 


2. 


3. 


A. 


5. 


•O 


□  oo 


oo 


oo 
ooonoo 


7. 
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MFS-2 


ARE  YOU  A  GOOD  WITNESS? 


* 

Study  this  scene  for  three  minutes.    Then  answer  the  questions  on  the  next  page 


Additional  Activity 

A  good  follow-up  activity  is  to  repeat  thla  activity  the  next  day.    Discuss  why 

it  was  so  much  easier  to  remeinber  when  you  know  what  questions  would  be  ask^d. 
What  does  this  tell  us  about  memory  activities? 


17'J 


160 


MFS-2 
(Cort  ) 

ARE  YOU  A  GOOD  WITNESS? 
Questions  for  Memory 

i 

!• .  What  was  the  naioe  of  the  town?   '••   

2.  What  time  of  day  was  it?   

3.  What  day  of  the  week?  

4.  What  season  of  the  year?  

5.  Was  the  automobile  a  closed  car?    .  

6.  What  was  its  license  nxiinber?  

7.  What  direction  was  it  going?   j  ^ 

8.  Did  the  driver  have  a  hat  or  cap?  

9v  Was  the  hoy  bareheaded?  ' 

10.  Which  way  was  the  trolley  going?  _^  . 

11.  What  was  its  number?  .  

12.  How  many  people  were  in  it?   \   . 

13.  How  many  otheijs  saw  the  accident?    ^  

14.  How  many  people  in  the  picture?   ^  

15.  ^  On  which  street  was  the  grocery?  

16.  Who  owned  it?   

17.  On  what  street  was  the  hardware  store? 

18.  Wliat  was  its  name?  

'  f 

19.  What  was  in  the  window  with  the  clock?  

20.  Was  there  a  mailbox* on  the  corner?  

21.  How  many  children  were  visible?  ^_  

22.  '  How  many  animals  were  shown?  ^  

23.  Was  the  man  in  the  window  bareheaded?  ^  

24.  ^   Who  had  the  right  of  way?   -  

25.  What  was, the  price  of  bananas?  


N  MFI-1 

FUNNY  FACE 

9 

Make  a  transparency  of  this  funny  face.    Show  to  students »  using  an  overhead 
projector.    Rotate  lace  to  show  both  smiling  and  angry  faces.    Remove  faces;  . 
ask  students  to  draw  them  from  memory.    Allow  students  to  check  themselves  by 
again  projecting  face. 

Discuss  memory  systems  used* 
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TELEPHONE  DIAL 

Everyone  uses  the  telephone  and  most  of  us  use  dial  phones, 
the  correct  letters  and  numbers  In  this  dial? 


U.S.  MONEY 

4 

Every  day  v?e  seft'.the  same  objects  over  and  over  again.    Day  In  and  day  out,  week 
In  and  week  out,  we 'are  alwevs  looking  at  certain  standard  things  yet  we  fall  to 
observe  them.    How  many  questions  can  you  answer  correctly  about  the  one-dollar 
bill  or  the  flve-dol,lar  bill?  *  . 

1»    Wlilch  v^ay  ^Is  Washington  facing? 

a.    to  your  right        b.    to  your  left         c.  neither 

2.  Which  way  is  Lincoln  facing  on  the  five-dollar  bill 

a.    to  your  right        b.    to  your  left        c.  neither 

3.  How  many  times  does  the  figure!  appear  on  the  dollar  bill? 
A       8       ?       12  16 

4.  Where  are  the  numbers  of  the  bills  located? 

a.  upper  right  section  c.    lower  right  section 

b.  upper  left  section  d.    lowers  left  section* 

5.  How  many  times  does  the  word  One  appear  on  the  dollar  bill? 
4     8      9      10      11      12  16 

6.  Who  la  the  treasurer  of  the  United  States? 

?•    Wliat  is  pictured  on  the  back  of  the  five- dollar  bill? 

8*  '  How  many  times  doeo  the  worJ  Five  appear  on  the  five-dollar  bill? 

4     8     9      11     16  20  , 

.    .  171  . 


MFI-2 
Caji  you  fill  In 


MFI-3 

\  ■  .  ^    .   ■  ■ 


Materials  Needed  /' 

Mazes  I9 ' 2^  and  3 
Pencil 

Learning  Graph 


Activity 

Students  work  with  a  partner.    One  student  traces  a  path  through  a  maze  with 
a^ pencil  while  the  partner  records  the  number  of  trials  (the  number  of  times 
he/she  starts  over)  and  the  number  of  errors  made.    This  Information  Is  entered 
on  the  learning  graph.    Different  colored  pencils  may  be  used  to  record  the 
data  from  the  tl^ree  different  mazes.^   This  activity  may  be  repeated  to  measure 
memory.    Using  different  mazes  or  after  waiting  several  days,  have  the  student 
switch  activities.  —  .  . 


Discuss  with  SJLudents 

The  Importance  of  making  mistakes  In  learning  something  new.  * 
How  the  mind  uses  errors  to  reinforce  the'  knowledge  it  considers  to  be  correct. 
The  trlal-and-error  method  of  learning* , 


is:! 


1.72 


MAZE  1 


MFI-3 
(Cont.) 


1 


OOVLK 


^1^ 


n. 


:J 


m 


m 


CALAIS 


3 


Find  the  route  from  Dover,  England  to  Calais,  Franqe. 
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LEARNING  GRAPH 


Name  " 


lA 


12 


10 


Number 

•of 

Errors 


8 
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Maze  Number 


J 


J' 


4  5  '  6 

Number  of  Trials 


8 


•/  / 


'9% 

0  M 

rt  r 


^  •  MFI-4 


JV^fSStNG,  DESIGNS 


Ld  up  a  s^tudy  card, /one  at  >  time,'  for  three  to  five* seconds.    St/dcnts  repro- 
ve, the  designs  indicated       the.  arroW  pn  the  dards  and  match  tl^ii^  to  the 
coij.refct  design  below.  /   '  '  l;     '  ^  ^ 


7  , 


/  ■ 

* 

1 

■7 
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/ 


/ 
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STUDY  CARDS 


MFI-4 
(Cont.) 


19.1 


 '   / 
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MFI-4 

(Cent.)  ' 
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MSU-1 


MEMORY  OF  NONSENSE  WORDS 

1 

i 

Study  Page  « 

Study  this  list  of  nonsense  words  for  60  seconds.  You  will  be  required  to 
identify  these  words  from  a  list  of  many.  /-  ' 


erl         V     ow  eil  roz  moz 

wiz  tep.  tern  gub  tel 

gib  eol  ^gob 


toz  zew 


Test  Page 

Mark  in  the  "Yes"  column  those  words  studied. 


Yes  No 


Yes  No 


zpw 

tel 
zew 


roz 

ziw 
^rl 


eil'  \    

    .  gib 

eol 


tep 

zaw. 
tern 
eal 
gub 
f  oz 
goz 
zew 


gob 
tel 
ziw 
tex 
moz 
zow 


optional  activity:    Let  the  students  take  the  study  page  home.    Test  the  next  day. 

191         .  . 
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COLOR  THE  NUMBERS 

'  if 

0- 

Study  Paae 

Color  the  numbers.    The'same  numbers  must  be  the  same  color. 


Additional^.tudy  pages  may  be  made 
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195 


study  Page 

Cololf  the  numbers.    The  same  numbers  must  be  the  same  color 


MSC-2 
(Cont.) 

'*  •«»■ 
COLOR  THE  NUMBERS 

4  * 

Test  Page 

Color  the  numbers,  each  with  different" colors.   Some  of  the  numbers  uust  be  the 
same  as  those  on  the  study  page.    (This  t^st  sheet  may  be  us^d  many  times  by 
placing  it  in  an  acetate  sleeve.    The  students  mark  on  the  acetate  with  a  grease 
pencil.) 


study  the  study  page  for  60  seconds, 
they  have  two  things, in  common  (color 

Circle  all  the  wmbers  on  the  test  p 
test  page  studied, 


numbers  are  grouped  together  because 
iiid  number).    You  are  to  remember  both. 

;e  that  would  belong  to  the  groups  on  the 
184 


MSR 


IMPROVING  MEMORY 

Objective  of  lesson:  The  student  will  b^ecome  awai;e  of  how-*ymbollc  "taemory  can 
be  trained  to  improve  its  use.  "  ^ 

Write  these  sletters  on  the  chalkboard: 

,^  UIETSS  NTDTAE 

Have  students  study  these  letters  until  they  think  they  have  them  memorized 
(about  two  minutes).  '  *  ^  ^ 


Ask  students  to  re 
and  how  ihey  went 


call  and/or  Wtite  the  letters.  Discuss  ho\(  much  they  remember^ 
about  memorizing  the  letters*  ^  *  * 


Discuss  the  possibility  of  rearranging  the  letters  to  make  memorization  easier. 

.(At  this  point  the  students  may  have  discovered  what  the  letters  spell.  Let 
them  share  if  they  have,; 

Write  UNITED  STATES  on  the  chalkboard.         ^  ^  * 

Discuss  which  would  bk 'easier  to  memorize.    How  can  this  method  be  applied  to 
mepiorization  tasks?      -  ^ 

Share  examples  of  how  to  organize  information  to  be  memprized  in  a  meaningful 
order:  '  •  ^ 

great  Lakes:    H  0  M  E  S^~Huron,  Ontario,  Michigan,  Erie,  S^uperior— picture  homes 
around  the  lakes. 

Music  staff:    £,  G,  B,  D,  F— Every  ^ood  boy  d^oes  fine. 
Spell  the  word  piece:    Think  of  the  phrase  '*a  piece  of  pie." 

Voices  in  a  quartet:  Picture  a  quartet  being  stabbed ! —s^  _t  a  b—s^oprano,  Jtenor, 
£lto/b^ass  '  "  '  ' 

Ask  the  students  to  share  memory  tricks  they  know. 


1 "  7 
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MSS-1  ' 


EYES  AND  EARS 


Discuss  the  .ways  in  which  we  receive, information  to  be  stored       our  memory: 


-The  two  main  senses  we  use,  vision  and  hearing, 

-The  fact  that  some  people  remember  what  they  see  better  (visual  memory), 
and  some  people  remember  better  what  they  hear  (auditory  memory). 

Activicy 

1.  Distr'lbute  lined  ^aper.    Havg  stud^ts  number  from  1-15. 

2.  Read  a  series  of  numbers  (beginning  with  three  digits  progressing  to 
eight  digits).  i  .  ' 

After  the  last  digit  is  read,  the  student^  write  the  numbers  in  the 
o^er  in  which  they  were  read.  /  ^  , 

3.  After  the^  last  number  series  is  read  the  students  correct  each  series  as 
they  are  repeated.. 

Repeat  this  exercise,  only  present  the  number  series  on  flashcards. 

»  'J 

This  activity  may  be  done  by  the  teacher  or  the  students  may  work  with  a  partner 
to  present  numbers  to  each  other. 
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CARD  SET  A 
(For  first  student  In  pair) 


1. 

f 

k 

,    0  - 

7 

> 

- 

2. 

7 

-    3  - 

1 

o 

3. 

'  2 

-    0  - 

7 

-  5 

,1* 

9 

-    2  - 

1 

-  6 

1 

5. 

3 

-    1  - 

6 

I''  2  - 

5 

6. 

2 

-    9  - 

1 

-    6  - 

3 

0 

7. 

1 

-    0  - 

9 

-    1*  - 

5 

8. 

6 

-    2  - 

5 

-  8 

9 

-  7 

9. - 

0  - 

3 

-    9  - 

7 

-  9 

10. 

3 

-    9  - 

.  2 

-   9  - 

6 

-  3 

11. 

5 

-    0  - 

6 

-    2  - 

-  1 

12. 

2 

.__8 

6 

-    4  - 

5 

-  3 

13. 

-    3  -. 

2 

-    9  - 

6 

-  1 

14. 

a 

-    2  r- 

.  6 

-    1  - 

9 

-  4 

15. 

•  5 

9  - 

8 

-    7  - 

3 

-  6 

V»        CARD  SET  B  " 


% 

(For  other  student  in  pait) 

*  -                       "      •    ^  r 

■ 

i 

1 

2  - 

6' 

* 

• 

-2.' 

4  - 

.'^  - 
6  - 

.  5' 
1 

.  ••• 
-  8 

< 

5. 

It 

8  - 

9  - 

5  - 

4V 

6 
6 

-  7 

-  2  - 

3 

6. 

7. 
8. 

3  - 

4  - 

7  - 

0  - 
8  - 
3  - 

5 
9 
1 

-  6 

-  5  - 

-  i+  - 

9 

1 

8 

-  6 

NUMBER  SE] 

9. 

2  - 

8  - 

0 

-    1  - 

5 

-  2 

M 

n 
cn 

10. 

7  - 

6  - 

-    6  - 

9 

-  8 

o 

11. 

12. ' 

5  - 
1  - 

2  - 
8  - 

9 

7 

-  1  - 

-  6  - 

7 
2 

-  8  ■ 

-  9  ■ 

■  3 

■  4 

13. 

8  - 

1  - 

7 

-    5  - 

2 

-    3  ■ 

■  9 

0 

14. 

6  - 

1  - 

9 

-    k  - 

3 

-    7  ■ 

•    8  • 

-  5' 

15. 

1  - 

2  - 

6 

-  5 

9 

-   k  - 

-  3 

-  0 

ft  I 


MSS-2 


,     ^  '  MEt^ORT  FOR  SYMBOLS 

Study  this  diagram  for  one  minute. 


\. 


F 

ft 

P 

•  * 

B 

z 

H 

K 

c 

L 

V 

D 

 rrr — 

w 

• 
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MSS-2 
CCont,) 


"MEMORY  FOR  SYMBOLS 

n 

1 

the  corjTBct  letters  into  the 

r  1 

squareE^  • 

J 

■ 

f 

• 

« 

9 

> 

i 

1 

• 

 d 

■  • 

* 

1  * 

♦  ^ 

ft 

< 

• 

•  » 

- 

U 

•                                 ^  '  1 

1 

I 

4 

* 
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MST 


TRANSFORMING  NUMBERS 


The  student  is  to  remamber  a  trauformation  in  a  series  of  nuabari.    The  tran« 

formation  consists  of,  for  example,  reversals  in  number  series,  exchange  of 
first  or  second  pairs,  or  flrsi  and  last  number  shifts.  Presented  with  the 
test  page,  the  student  is  requ-  zed  to  select  the  transformed  numbers. 


Study  Pages 


Study  Page  1 

1 

Study  Page  2 

.     145    -  541 

\     ^781    -  7481 

293    -  239 

6932    -  6923 

679    -  769 

8054    -  0845 

% 

"  '~  * 

Study  Page  3 

Study  Page  4 

954?    -  5924 

2186    -  6182 

8736    -  6378 

7934    -  4397 

0123    ~  3210 

5273    -  3275 

Study  Page  5 

Study  Page  6 

« 

"  5678    -    7856  . 

9514    -  4519 

9312    -  x293 

8765    -    7856y^^  ' 

6442    -    24^  . 

9234    -  4239 

The  study  pages  may  be  reproduced  on  large  cards  for  use  with  groups. 

' ")  ( I ' ) 
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TRANSFOBMING  NUMBERS 
Test  Pagew 


Test  Page  1 

A' 

.  '  Test  Page  2 

1  • 

145 

514  415 

541 

f 

4781 

7841 

1874  1947 

7481  ' 

29J 

392  239 

932 

6932  ' 

6923 

3269  9632 

2936  • 

679 

769  967 

697 

8054 

4058 

0845  8504 

5408 

Test  Page  3 

■ 

9542 

2549 

^  r459 

9542 

592/. 

8736 

6378 

6738 

8376 

7863 

0123 

1032 

3120 

3210 

0213 

Test  Page  4 

« 

2186 

6182 

1286 

1268 

^  8621 

• 

7934 

4937 

7394 

3479 

4397 

5273 

327*5 

5723 

3725 

2573 

Test  Pase  5 

5678 

5768 

8675 

6587 

7856 

9312 

2319 

9132 

1293 

2139 

6442 

2446 

4642 

2644 

6442 

Test  PaRe  6 

9514 

5941 

4519 

9154 

5914 

8765 

5768 

8756 

7856 

5678 

9234 

3249 

2349 

'  4239 

9324 

HSI 


The  ability  to  recall  number 
facts  for  addition,  subtraction, 
multiplication^  and  division  is 
an  important  memory  activity.  A 
fun  way  to  practice  is  to  play 
Mathematical  Bingo! 

Regular  bingo  cards  may  be  used 
or  copj.es  may  be  made  using  this 
form. 

Teacher  reads  problems  for  which 
the  answer  is  1-75.  Students 
cover  the  answer  if  it  appears 
on' their  card.^ 

The  winner  is  the  first  student 
to  complete  a  row,  vertically, 
horizontally  or  diagonally. 


For  variation:  The  winner  must 
form  a  pattern  such  as  a  square 
or  cross. 


B 

I 

N 

G 

0 

Duplicate  the  bingo  card.    Hav§  the  students' Insert  number  randomly: 

B  -      1  to  15  t 

I  -  16  to  30 

N  -  31  to  45 

G  -  46-60 

t)'  -  61  to  75 


The  teacher  may  wish  to  restrict  the  numbers  placed  on  the  cards  to  the  answers 
to  problems  under  study  by  the  group  at  the  time,  such  as  specific  multiplication 
facts « 
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WORD  MEMORIZATION 
Study  Page  1 


Study  the  list  of  wordB  on  this  page** 


dog 
wagon 
bird 
toy 

U  hat 

cake 
happy 
me 

surprise 
saw 


^Length  of  time  will  vary  according  to  the  length  of  the  list  and  the  needs  of 
the  students •  ' 


/ 


Test  Page  1 

t  u 

circle  the  words  on  thla  page  that  were  on  the  study  page* 

cat  me  cake  you 

bird  surprise  candy  wagon 

hat  dog  happy  toy  ^ 

balloon  horse   .  sad  saw 


Construct  other  study  and  test  pages  using  words  appropriate  for  the  students, 


'i 
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WORD  MEMORIZATION 

Study  Page  2 
Study  the  list  of  words  on  this  page* 


f lamlugo 

crosswalk 

suitcase 

road  runner 

watermelon 

rocket 

breath 

character 

gob 1 In 

unusual 


c 


*Length  of  time  will  vary  according  to  the  length  of  the  list  and  needs  of  the 
'.student. 


•  9 


Test  Page  2 


Circle  the  words  on  this  page  that  were  on  the  study  page. 


character 

goblin 

ghost 

rocket 

airplane 

suitcase 


Thursday 
belt 

crosswalk 
hospital 
Florida 
flamingo  , 


watermelon 

garage 

breath 

angry 

unusual 

sandwich 


Construct  other  study  and  test  pages  using  words  appropriate  for  the  students. 


Or)-. 
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CLASSIFICATION  OF  WORDS 


Study  Page 


Study^  the  lists  below  and  remember  the  classifications  of  the  words  in  each 
group.    The  words  are  grouped  together  because  they  are  all  members  of  the  same 
classification.  ^ 


crayon 
paper 
pencil 
pen 

Friday 
Wednesday 
Saturday 
Tueisday 

tennis 
$olf 
bowling 
swimming 


glass 
.plate 
saucer 
cup 

sweater 
pants 
coat 
dress 

ocean 
river 
lake 
stream 


^  palm 
-  poplar 
oak 

spruce 

twenty 
fifty 
dixty 
ten 

banana 
orange 
apple 
pear\ 


Test  Page 

Select  from  this  list  the  words  that  would  be  appropriate  names  for  each  of  the 
groups  of  words  you  studied. 


1. 

months 

9. 

writing  Instruments 

clothing 

10. 

flowers 

3. 

11. 

water  bodies 

4. 

fruits 

12. 

vegetables 

5. 

sports 

13. 

numbers 

6. 

dishes 

14. 

tools 

7. 

trees 

15. 

days 

8. 

materials 

16. 

minerals 

Many  similar  study  and  test  pages  may  be  made.  Use  words  from  spelling,  science, 
or  social  studies  according  to  the  grade  level. 
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MNEMONIC  MEMORY  DEVICES 


Here  is  a  memory  system  to  heJp  you  remember  lists.  This  simple  rhyme  is  easy 
to  memorize: 


One  is  a  bun. 
Two  is  a  shoe. 
Three  is  a  tree. 
Four  is  a  dopr. 
Five  is  a  hive. 
Six' is  sticks. 

Seven  is  heaven.  *  y 

Eight  is, a  gate. 

Nine  is  a  line.  \ 
Ten  is  a'  hen.  ^ 


This  list  will  help  you  memorize  another  list  by  taking  the  word  in  the  new  list 
and  relating  it  to  one  of  the  objects  in  the  original  list%    If  your  new  list 
was : 


1.  elephant 

2.  ^  refrigerator 

3.  dog 

etc.  .  ^ 

You  might  think  one  is  a  bun  in  the  shape  of  ah  elephant;  two  ia  a^  shoe  flying 
out  of  the  refrigerator  when  you  open  it;  three  is  a  tree  with  a  dog'  sleeping  • 
under  it»  ^  . 

Picture  these  associatipns  in  your  mind  as  you  think  them.    Try  it!  .  It's  fun! 

There  are  many  other  nmemonic ^devices  to  be  discovered  and  shared.  Find  one  that 
works  for  you! 
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"  "RUMOR''  STORY 

Discuss 

How  information  is  communicated. 

Errors  can  be  made  in  information  we  hear. 

f  A  " 

Activity 

Divide  class  into  groups  of  five. 
Select  a  leader  for  each  group. 
Leader  reads  "Rumor"  story. 

Leader  retells  story  to  another  mem|3er  of  the  group. 

That  person  tells  a  third  member,  tUrd  tells  fourth,  etc. 

The  leader  remains  with  the  group  and  puts  a  check  mark  over  each  section  of 
the  story  that  Is  clianged  with  each  telling. 

When  all  the  members  of  the  group  have  told  the  story,  each  petson  should  hear 
the  original  story^ and  compare  it  to  the  story  he/she  told. 

•THE  STORY' 

One  summer  afternoon    Sally'' Jameson  was  riding  her  new  blue  English  bicycle  along 
the  Old  River  Road.    The  dust  rose  In  .clouds  behind  her  as  she  rounded  the  curve 
just  before  reaching  the  deserted  Br ightwe 11  mansion. 

As  she  reached  the  great  line  of  oaks  which  led  to  the  main  house,  an  eetle  ' 
wailing  began.    Thinking  at  first  the  sound  was  the  wind  in  the  tree  branches, 
Sally. kept  on  riding,  but  the  noise  grew  louder  and  louder. 

Although  very  frightened,  Sally  decided  to  investigate.    Slowly  a):d  cautiously 
she  rode  up  the  long  avenue  of  trees.    Suddenly,  from  the  gaping  witch-tooth 
windows,  small  puffs  of  black  smoke  curled  into  the  air.    The  wailing  became  a 
shriek  like  an  air-raid  siren.    Sally  entered  the  front  door. 

On  her  left  was  a^great  suit  of  armor  without  a  head.    Hanging  Dver  the  stair 
rail  was  a  bright  Indian  rug  crazily  colored  in  orange  and  gold  and  g^^een. 
Scraping  sounds  like  a  dog  scratching  on  wpbdwork  came  from  overhead  as  Sally 
mounted  the  circular  staircase. 

Stiff  with  fear,  Sally  went  toward  the  door.    Just  as  shd  started  into  the  room, 
a  white  shape  came  lunging  at  her,  and  in  terror  she  backed  away  and  fell  head- 
long down  the  long  flight  of  stairs.    Sobbing  and  crying,  she  raced  from  the 
house  and  ran  down  the  road  leaving  her  bicycle  behind.    No  one  would  believe 
her  story  but  from  that  day  to  this,  Sally  maintains  that  a  white  shape  in 
armor  and  a  blanket  rides  an  English  bicycle  down  the  dusty  roads  by  the  river. 
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OCCUPATIONS 
Study  Page 


Study  , this  list- of  authors  and  titles*  Each  title  suggests  an  occupation. 
You  will  be  expected  to  identify  the  occupation  that  goes  with  each  •ame. 

Shulraan — Hoi)  Children  Learn  * 

Kittleson — Behind  the  Stage  Lights 

Conner— How  to  Grow  Roses 

Bennett — Ocean  Life 

Newton — Good  Health  Through  Good  Diet 

^nxxaws— Above  the  Clouds 

Johnson — How  to  Build  a  Wood  Frame  House 

Bloom — Exercise  for  Fun  and  Fitr^e-ss 

Bigge — Pen  in  My  Hand, 

Markle — My  Years  in  the  White  House 


Test  Page 

Write  the  occupation  that  matches  each  of  the  author's  names. 


Burrows 

Kittleson 

Bloom 

Bennett  * 

Bigge 

Markle 

Shulman  . 

Johnson 

Conner 

Newton 


Discuss  the  occupations.    Of  course,  there  may  be  more  than  one  "right  answer." 

Construct  additional  study  and  test  page^;  to  meet  the  vocabulary  level  and  need 
of  the  students.. 
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MEMORY  ' TASK  CARDS 


Task  CP  as  create^-for  use  with  the  mernqry  factot  are  presented  on  the  follow- 
ing pages.    The  task  pards  have  also  been  printed  on  heavier  stock  and  the  sets 
(Stock  No.  41-S-9941)  may  be  ordered  through  the  Office  of  Materials  Develop- 
ment, 293-8140. 
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Materials  Needed 
Deck  of  playing  cards 


PICK  A  CARD 


Task  Card 


Number  of  Players 
Two 


A 


Activity 

1.  Give  a  certain  nuinbej  of  cards,  about  five,  to  your  partner,  ^ 

2.  Partner  studies  the  cards  for  20  seconds. 

3.  Shuffle  the  cards  back  into  tha  deck. 

4.  Give  the  entire  deck  to  your  partner  who  tries  ta  find. the  cards  studied < 

5.  Increase  the  number  of  cards  to  remember  as  proficiency  Increases. 


Additional  Activity  * 

An  excellent  follow-up  for  this  game  vrould  be  to  introduce  a  book  on  magic 
tricks  with  cards. 


9.\ 
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Task  Card  2 


IMPROVE  YOUR  MEMORf 1 


Study  the  letters  and  shapes  below  for  30  seconds,  then  see  if  you  can  draw 
them  from  memory  on  another  piece  of  paper.  ^ 


0 


In  all  memory  tasks  try  to  find  cues  that  you  can  use  to  help  you  remember 
things  better*    For  example  in  the  above  exercise  did  you  notice  that: 

1.  Each  of  the  letters  in  the  circles  was  made  with  a  circular  motion? 

2.  Each  letter  in  a  square  was  made  with  straight  lined  and  was  a  small  lette^r? 

\        '•  ' 

3.  Each  letter  in  the  tall  ^rectangles  was  tall  (or  had  a  stem)? 


Now  study  these  letters  for  30  seconds  then  see  if  you  can  write  them  from 
memory  on  another  piece  of  paper.    Remember  to  look  for  cues  to  help  you  re- 
member the  letters  "  ^ 


p  -  q 

b  -  d  . 

c  -  e 

w  -  m 

h  -  k  ■ 

S  -  2 

ERIC 
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CHAOS  '  Task  Card  3 


General  Rules 


Chaos  is  a  unique  game  which  <-call8  upon  its  players  to  use  their  memory  skills. 
Equipment 

Th.e  equipment, consists  of  one  checkers  playJng  board  and  24  playing  pieces.  The" 
playing  pieces,  when  placed  face  down,  are  Identical,  but  when  turned  over  reveal 
a  color  (squares  of  chipboard  with  colored  dots  on  one  side). 

Preparation 

Each  flayer  takes  six  (or  fewer  for  cn  easier  game)  playing  pieces  of  the  same 
color  and  shows  theother  players.    These  pieces  become  his/her  set.    The  set 
is. placed  face  down  on  the  first  row  of  circles  on  his/her  side  of  the  board. 
The  player  T/ho  has  a  graen  set  moves  first  with  play  rotating  to  the  left 
thereafter.  "    ■  . 

...  I 

Ob.1ect  _        .  "  .      .  ' 

The  object  of  Chaos  is  to  be  the  first  player  to  move  the  entire  set  across  the 
board  to  the,  opposite  side.  •  y  ' 

Moves 

During  a  turn  a  player  can  move  his/her  piece  in  either  one  or 'two  ways,  but 
always  forward,  sideways,  or  diagonally.    He/she  can  move  it  along  the  board 
one  circle  per  turn,  or  jump  another  piece  directly  .n^xt  to  it  (including* the ' 
player's  ovm)  as  long  as  there  is  an  empty  circle  to  land  on  after  the  jump.  A 
player  can  continue  to  jump  as  long  as  there  is  a  piece  directly  next  to  his/ 
her  piece  and  a  circle  to  land  on.    Before  a  player  can  move  any  playing  piece 
across  the  center  of  the  board  his/her  entire  set  must  be  moved  out  of  the 
original  ^positions,  either  forward  or  diagonally^ 

Penalties 

1.    V/hen  a  player  readies  the  opposite  side  of  the  playing  board  s/he  must  turn 
the  piece  over  (face  up)  and  reveal  its  color.     If  the  color  is  indeed  his/ 
her  ovm.  the  piece  remains  there  and  may  not  be  moved  for  the  remainder  of 
the  game.    If.  however,  the  color  belongs  to  another  player.,  the  playing 
piece  is  then  turned  ovfer.  and  the  player  to  whom  the  piece  belonged  tnust 
move  it  from  that  position  oi)  his/her  next  turn.    The  game  then  continues 
with  the  next  player's  turn.  ' 

t 

2«     If  a  player  suspects  that  another  pliyer  Is  moving  a  .piece  other  than  his/ 
her  own,  the  player  may  challenge  the  other  player  as  soon  as  he/she  has 
moved  the  piece.     The  piece  Is  then  turned  over  revealing  Its  color.  If 
th^ color  Is  Incorrect  and  the  challenged  player  has  moved  the  wrong  piece, 
he/she  must  return  that  piece  to  the  circle  it  occupied  before  his/her  move 
^  and  may  not  make  another  move  until  the  next  turn.     If  .the  move,  was  correct 
and. the  challenger  was  wrong,  the  challenger  forfeits  his/her  next  turn. 

Winner 

The  first  player  to  get  the  entire  set  on  the  last  rj^w  of  the  opposite  side  of 
the  board  wins  the  game.  ^03 


Task  Card  A 


2>. 


4 


--17  • 
9213171897 

39 

•1561785381 


— e^"~ 

53 

5617853819 
18 

0336954932 


35 

7^115617853 
684268^1268 


'    .  C 

■r-,         ■     ■     >     •   .  •  f  . 

'This  trick  is  a  fun  way  to  baffle  your  friends  ^nd  keep  your  "^^^al  addition  ^ 
skills  sharp.    Prepare  a  chart  like  the  one  above  using  any  two-digit  number  and 
the  following  rules  for  the  lO-rdigit  numbers: 

Add  12  to  the  two-digit  number  and  reverse  the  sum.  This  gives  the  first  two  digits 
of  the  10-dig'it  number.  Example: 

"+ 12  ,  "  ,  . 


29  —  92    •  ^  . 

The  rest  of  the    10-digit  number  ip'mada  by. adding  the  two  previous  digits.  If 
^he  s^m^s  a  2-digit  number.-only  one  digit  (in  the  one's  place)  is  written.  . 
9  +"2  -  li  ~  921         i  +'  1  -  3  -  9213,' etc.    -  9213471897 

Show  your  chart  to  a  friend,  ask  him/her.  to  choose  any  2-digit  number 

!Sart  and  you  will  amaze  them  by  ••remembering"  the  10-digit  number       (Of  course. 

you  don't  need  to  remember  the  number,  just  the  system  for  figuring  it  outl) 


Have  fun! 
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lAik  Card  5 


DOODLEb  ARE  FUNi 


Draw  a  doodle.    Picture  It  In  your  mind. 

Turn  your  paper  over  and  redraw  your  doddle  from  memory.    Compare.    Were  you 
accurate? 

Add  four  details  to  your  doodle.  Study  It  and  then  add  the  same  details  to  the 
doodle  on  the  other  side  of  the  p^er. 

Exchange  your  doodles  with  a  friend  and  draw  the  new  doodle  from  memory. 


As  you  repeat^  this  activity^  your  doodles  can  get  more  and  more  complex  as  your 
memory  improves  I 
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Task  Card  6 


LONG--TERM  MEMORY 


Draw  a  floor  plan  of  your  ffrst  home  ot  draw  details  of  a  favorite  toy. 
Make  a \sketcn  of  your  street  and  add  all  the  details  you  can  remember. 


Discuss 


How  is  long-term  memory  like  a  videotape  machine? 


res 


Does  memory  record  everything  visually  in  pictures  or  does  it  work  with  a  memory 
system  that  records  a  process? 


J- 
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Task  Card  7 

MEMORY  BOOKS 


Materials  Needed 

Chipboard 
Plastic  tape 

Felt  pens  ^ 
Magazine  pictures 

Directions 

Fasten  pieces  of  chipboard  together  with  plastic  tape  to  form  a  folding  "book." 

Print  numbers,  letters,  and  words  on  some  of  the  books  In  varying  levels  of 
difficulty. 

Make  a  picture  book  using  magazine  pictures.  You  can  cover  pages  with  an  acetate 
sleeve  so  you  can  change  the  pictures. 

Practice  memory  activities  with  the  books  with  a  partner  or  in  small  groups. 
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MEMORY  CARDS 


M 

Task  Card  8 


Materials  Needed 
Chipboard 

Stickers  (available  at  many  stationery,  variety,  and  card  stores) 
ov 

Small  pictures  (2-4  copies  of  each) 
Paste  or  rubber  cement 
Clear  contact  paper 


Directions  ,  ^  .  ^ 

Rule  chipboard  Into  card-size  rectangles.  (Graph  paper  affixed  to  the • chipboard 
with  spray  adhesive  greatly  simplifies  this  task!) 

Attach  pictures  or  stickers  to  the  chipboard. 

Cover  elitlre  board  with  clear  contact  paper. 

Cut  cardd  apart  with  paper  cutter. 

The  number  of  cards  determines  the  difficulty  of  the  game.  Make  up  to  120  cards 
consisting  of  30  sets  of  4  Identical  cards. 

Memory  Card  Game 

Any  number  of  players  may  play.  - 

Objectiof  game:.    To  turn  over  as  many  Identical  cards  as  possible  (2,  3,  or  4 

of  a  kind) .  '  o 

\ 

Cards 4re  shuffled  and  placed  face  down  on  the  table  (or^floor). 
The  first  player  turns  over  four  cards. 

If  2,  3,  or  all  cards  are  Identical,  then  the  player  picks  them  up  and  places^  ^ 
them  to  one  side.    Those  cards  which  are  not  Identical  are  turned  over  In  the 
same  position.    In  this  way  the  game  continues,  playets  memorizing  the  cards  as 
they  arp  turned  over,  in  order  that  they  may  select  Identical  cards  the  next 
turn. 

I 

One  player  records  the  score  after  each  turn. 
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Task  Card  8 
(Cont.) 


When  all  players  agree  that  there  are  no  identical  cards  left  on  the  table,  the 
game  ends.    The  player  with  the  highest  score  wins. 


Scoring 

2  of  a  kind  ^  one  point 

3  of  a  kind  -  three  points 

4  of  a  kind  -  four  points 


Variation 

Let  the  students  make  the  pictures  to  be  used  for  the  cards.  The  pictures  may 
be  Very  simple  or  very  complex  depending  upon  the  students. 

A  category  may  be  assigned ^  such  as  flags  or  flowers,  i 


Q 
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Task  Card  9 


SQUARED  MEMORY 


Materials 

21  large  playing  cards  with  a  picture  or  design 

21  smaller  memory  cards  with  Identical  picture  or  design 

Number  of  Players 
Two 


Object  of  Game  <  ^  .. 

» 

To  memorize  and  match  as  many  memory  cards  as  possible  with  playing  cards. 

To  be  able  to  memorize  and  place  the  memory  cards  In  the  same  sequential  order 
as  the  playing  cards. 

How  to  Play 

Start  with  four  of  the  2.1  playing  cards.    Place  them  face  up  on  the  4-squared- 
board.    Study  the  group  for  one  minute.    Turn  them  over,  face  down. 

Take  the  small  memdty  cards,  go  through  them  one  by  one  to  try  and  find  the 
four  cards  that  you  think  match  the  four  playing  cards.    Try  to  put  them  In  the 
same  order  as  you  laid  out  the  playing  cards  on  the  board.    Turn  the  playing 
cards  over  to  see  how  many  were  matched  correctly. 

Give  yourself  one  point  for  every  matched  pair.    Give  yourself  an  extra  point 
for  each  card  you  .placed  In  the  proper  order. 

After  you  have  received  100  percent  on  both  matching  and  sequence  with  the  four 
cards,  continue  the  same  Idea    with  nine  cards,  studying  the  cards  for  two 
minutes,  working  up  to  16  car^ds,  studying  them  for  three  minutes. 

This  game  can  be  played  on  boards  by  showing  the  students  how  to  pi  ce  the 
oards  In  a  2"  x,  2"  matrix  (4  squares),  3"  x  3"  matrix  (9  squafes),  or  a  4"  x  4" 
matrix  (16  squares). 
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^  M 

.  -  •  •  Taak  Card  10 

"TWELVE"  MEMORY 

Materials 

Four  picture  cards  on  which  are  pasted  12  different  pictures. 

Twelve  2"  x  4"  description  cards  for  each  picture  card.    These  cards  may  be 
just  one  word  or  a  sentencfii.    Forty-eight  description  cards  are  needed  for 
foi'T  players. 

Number  of  Players  '         '  ...  . 

2  to  4         '      '  .  ' 

7  '  .*...* 

J  * 

Object  ,  ,  -  ^ 

To  memorize  all  the  pictures  on  a  picture  card  and  be  able  to  find  as  many 
matching  description  cards  as  possible. 


Rules 

Each  player,  Is  given  a  picture  card  on  which  are  pasted  12  different  pictures. 
A  time  limit  of  tuo  minutea  Is  given  the  players  to  study  their  cards  catefully 
and  try  to  keep  In  mind  the  pictures  found  on  their  own  card. 

At  the  end  of  two  minutes,  the  players  place  the  picture  cards  face  down  on  the 
table  In  front  of  them.    The  player  who  held  picture  card  No.  1  then  takes  the 
stack  of  48  description  cards,,  shuffles  then,  and  deals  six  to  each  player.  The 
remainder   of  the  pack  Is  placed  In  the  middle  of  the  table.    The  players  then 
look  4-hrough  their  description  cards  to  see  If  any  of  their  cards  describe  one 
or  more  of  the  pictures  on  their  picture  cprds.    These  cards  are  then  placed 
face  down  on  the  table  In  front  of  the  playeaT.    Once  a  catd  Is  placed  on  the 
table  It  cannot  be  put  back  Into  the  player's  hand.    In  the  event  that  a  player 
finds  all  the  description  cards^match  his/her  picture  card,  he/she  must  draw 
four  more  cards  from  the  stack  and  repeat  the  check  for  descriptions  of  the 
pictures. 

The  game  actually  begins  when  the  player  who  held  picture  card  No.  2  draws  a 
description  card  from  the  pack.    If  the  card  drawn  describes  a  picture  from  his/ 
her  picture  card,  he/she  puts  It  on  the  table  In  front  of  him/her  and  draws 
another  caid  from  the  pack.    This  continues  until  the  player  finds,  one  he/she 
thinks  doesn't  match.    He/ She  then  discards  one  of  his/her  cards  from  his/her 
hand  by  placing  It  face  up  by  the  pack  of  description  cards.    The  next  player 
on  the  left  then  takes  a  turn.    He/She  may  draw  from  the  pack  or  pick  up  the 
discarded  card  of  player  No.  1. 
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Taak  Card  10 
(Cont.) 


The  game  contliiues  in  this  raannner.    If  the  discard  pile  builds  up  and  the 
pleiyer  in  line  for  a  jfurn  wants  the  card  oo  top    of  the  pile,  he/she  must  take 
the  entire  pack.    No  player  may  take  the  discard  pack  unless  the  card  on  top 
Is  one  that  he/she  niseds.    The  game  ends  when  a  player  accumulates  all  12 
description  cards  that  mafch  all  plctufes  on  his/her  plc^ture  card.    He.  then 
calls  "Twelve.''    Thlff  player  then  turns  all  description  cards  and  the  picture 
card  over  and  checks  to  see  if  .they  match.    If  no  mistake  is  made  that  player 
receives  60  points  or  5  points  for  each  match.    If,  however,  he/she  has  made 
a  mistake  he/she  then  loses  5  points.    All  other  players  then  check  their  cards 
in  the  s^me* manner  with  each  player  receiving  5  points  for  each  match' or  losing 
5  points  for  a  mistake.    When  one  player  has  received  60  points  in  one  game  the 
picture  cards  should  be  exchanged  by  the  players  and  another  game  resumed*  At 
the  end  of  the  playing  time  the  player  with  the  most  points  is  the  winner. 
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T^ik  Card  11 

"FLASK"  MEKORY 

Materials  -  ■ 

32  picture  cards  > 
5  sets  of  direction  cards  (12  cards  to  a  set). 
9"  X  12"  manlla  paper  (one  sheet  per  player) 
Pencil  or  crayon  (one  per  player)^ 

Players 

One  player  is  preferable »  but  four  laay  pljiy  to»iiuike  it  into  a  gane  to  lee  vho> 
has  the  best  memory.  '  ^ 

Object 

To  be  able  to  remember  the  sequence  of  picture  cards  and  draw  those  pictures 
called  for  on  the  direction  card. 

How  to  Make  ,  '  ' 

The  picture  cards  are  merely  pictures  colored  and  cut  from  a  coloring  book  and 
pasted  on 'Individual  cards.  '    '        i  ■ 

The  direction  cards  contain  such  directions  as  "Draw  all  four  cards,"  "Draw 
the  first  and  last  picture,"  "Draw,  the  second  and  fourth  picture,"  and  so  on. 
For  the  harder  sets  one  direction  could  be,  "Move  the  first  picture  to  tKe  4ast 
position,  now  draw  the  first  picture." 

By  using  only  four  picture  cards  per  player  and  thinking  of  all  possible  com- 
binations, you  should  end  up  with  12  direction  cards  to  a  set. 

Rules  for  Set  1 

Each  player  folds  his/her  paper  into  12  squares,  and  numbers  the  squares  from 
1-12,    S/He  then  shuffles  the  picture  cards  and  lays  the  top  four  cards  df  the 
stack  face  up  on  the  table  in  front  of  her/him.    S/he  doesn*t  need  the  rest  of 
i:he  stack.    The  pl4»yer  should  alsb  shuf fjle  the  one  set  of  direction  cards  to  be 
used.    Beginning  players  should  always  ttart  with  set  1.    The  player  places  the 
direction  cards  in  a  pack  face  down  on  the  table.    The  player  nthen  studies  the 
four  picture  cards  for  one  minute,    keeping  in  mind  the  sequence  and  the  pictures 
shown.    After  one  minute  s/he  turns  them  face  down. 

The  player  then  turns  over  the  first  direction  /card  and  in  square  No.  1  draws 
what  the  card  tells.    S/He  proceeds  in  the  same  manner  through  all  12  direction 
cards.    S/He  must  not  look  at  the  picture  cards  during  this  time  to  refresh  her/ 
his  memory.    When  the  player  is  through  with  the  direction  card  s/he  is  using 
t/he  should  turn  it  face  down  and  build  the  pile  in  the  sequence  the  cards  were 
drawn.   ^  ^  ,  • 

^Then  all  12  cards  have  been  used  and  the  12  squares  filled  the  player  will  correqt 
her/his  paper  by  turning  the  entire  stack  of  direction  cards  over  (they  should 
be  piled  up  in  the  sequence  s/he  drew  them  on  the  paper )r    S/He  also  turns  over 
the  picture  cards.    S/He  then  checks  the  drawings  against  each  direction  and 
picture  card.    When  the  player  gets  all  12  pictures  correct  s/he  can  go  on  to 
sets  2,  3»  4,  and  5  which  are  more  difficult. 
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Taak  Card  11 
CCont , ) 


Rules  for  Sets  2.  3.  4.  and  5  ^ 

tn  sets  2,  3,  4,  and  5  the  pl«yer  should  check  his/her  work  as  each,  direction 
card    is  Gompleted. 

The  picture  cards  (for  convenience  sake)  sl]ould  be  covered  with  paper  rather 
than  turned  face  down.  ^ 

.Other  than  this  difference  the  game  is  played  in  the  same  manner  as  with  set  1, 
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Task  Card  12 


MEMpRY  CARDS  y 

V  ' 

1 

Materials  Needed  / 

Magazines 
Paper  (lined) 

Pencils  ^  . 

Tagboard  . 

Paste  or  rubber  cement  •  . 


To  Prepare 

r 

Find  good  activity  pictures  with  lots  of  datalla.    Paste  the  picture  on  one 
side  of  the  tagboard.    Write  10  detail  questions  on  the  lined  paper.    Paste  on 
the  back  of  the  tagboard. 

For  Memory  Practice 
Exchange  cards. 

Study  the  scene.  (Set  a  time  llqlt  depending  up^n  difficulty  of  picture  and 
questions.)  i  ^  ^ 

Turn  the  card  over  and  answer  the  questions. 


\    CONVERGENT  PRODUCTION 
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CONVERGENT  PRODUCTION 

•  *  - 

INTRODUCTION  -  . 

Code  -  N        Color  -  Yellow  v  '  ^ 

<;onvergent  production  is  thr*  one  SOI*  operation  that  is  commonly  used  in  the:^ 
classrooms.    The  shifting  and  sorting  of  information  to  find  the  "right  answer" 
is  convergent  production.    Research  to  find  an  answer  and  the  use  of  math  com- 
putation to  solve  a  problem  are  convergent.    Convergcmt  production  generally 
relies  heavily  on  reading  skills. 

If  'a  student  experiences  difficulty  in  a  convergent  activity  it  may  be  necessary 
for  that  student  to  receive  remediation  in  that  content  or  product  area  in 
another  operation  such  as  cognition  or  iiuemo^.  '  ; 

The  activies  in  this 'guide  are  built  around  the  factors  which  make  up,  the 
Structure  of , Intellect  and  are  designed  to  supplement  the  material  developed  by 
Dr.  Meeker  found  in  the  SOI  Abilitiea  WorKboqk.    T\e  activities  follow  the  SOI 
cc^ll  coding  called  ^a  trlgram. 

The  materials  were  not  written  for  any  particular  grade  level.    If  the  activity  ^ 
is  not  appropriate  for  one  ^rade  level,  the  idea  or  technique  can  easily  be 
adapted  by  changing  vocabulary  or  operations  to  meet  specific  needs. 

The  activities  presented  suggest  a  new  twist  to  looking  at  and  solving. problems. 
The  activities  challenge  the  students  to  approach  problems  from  a  different     '  <i 
^angle  and  to  break  from  the  mold  In  their  thinking. 

Many  of  the  activities!  can  also  be  adapted  and  changed  to  fit  Into  other  opera- 
tions.   For  example,  activities  used  In  NSC  can  be  adapted. for  use  In  ESC  since 
evaluation  is  used  In  sorting  of  Information  and  finding  the  "right  answer"  In 
convergent  production.  * 

The  first  section  of  the  guide  contains  materials  which  will  be  helpful  In 
working  with  SOI  and  developing  matei.lals  to  fit  the  SOI  model.-,  A  blank  grid 
can  be  used  to  plot  the- needs  of  students  In  a  particular  operation.    The  names^ 
of  students  who  need  remediation  In  the  atea  of  NSU  would  be  recorded  Inthat  , 
cell,  used  this  way  you  would  need  a  grid  for  each  operation  you  work  wftm 

Games  and  other  commercially  prepared  activities  are  used  effectlve'ly  within  the 
SOI  framework.    Not  only  are  these  activities  stimulating  and  ej^citing  to  the 
students,  but  they  also  offer  another  diiranension  to  the  SOI  progran.    A  list  of 
materials  available  for  convergent  production  has  been  included  to  aid  teachers 
in  putting  together  their  own  SOI  Lab. 

Following  the  coded  activities  and  games,  task  cards  are  presented.    The  task 
cards  have  not  been  cell-coded  kince  they  do  not  lend  themselves  to  any  one 
particular  cell  but,  to-  several. 
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GLOSSARY  FOR  SOI  FACTOR  DEFINITIONS  FOR  CONVERGENT  PRODUCTION 
(WISC-R  Analysis) 

NFU  -  Ability  to  comprehend  and  reproduce  an  observed  bit  of  behavior 
NFC  -  Jibility  to  sort  or  classify 
NFB  -Ability  to  deduce  figural  relationships 
NFS  -  Reproduces  a  system, of  figural  design  » 
NFI  -  Ability  to  solve  simple  equations  in  terms  of  iamiliar  forms 

NSR  -  Finds  nbnverbal  r^ponse  to.  fulfill  a  given  relationship  between  numerals 
or  letters  -  •  \ 

NSS  -  Stdtes  the  order  of  symbolic  systems  from  start  to  goal  correctly 
NSI  7  Substitutes  or  derives  symbols  as  expected 

NMU  -  Ability  to  ^tate  correct  names  x>f  concepts  and  ideas  -  « 

NMC  -  Forms  correct  groups  from  a  Idrge^ number  of  words  or  objects 

NMR  -  Ability  to  correlate  semantic  representation  \ 

NMS  -  Arranges  oUjec^s  or  events  into  a ^meaningful  sequence 

NMT  -  Shifts  function  of  objects  or  part  of  something  to  use  in  a  new  way 

NMI  -  Ability  to  state  the  correct  deduction  from  given  facts 
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■   W  5 

U 

• 

NFU 

n 

Constructl on-Reproduct1 on 
Wrltltig;  Copy  Name  , 
Copy  Signs 

NSU 

Changing  Digits  to  Symbols 
Spelling 

• 

 : — t  ■  —  1 

Name^  Word  Groups  " 
Contractions 
Spelling  on  Cue 

* 



c 

NFC 

Picture  Classification  ■ 
Cut  and  Paste  Shapes 
Classification  According  to 

Coloring  in  Forms 

NSC           •  ^ 

Nonsense  Words  to  Classify  . 
Classification  of  Nonsense 
Words 

Classification  of  Oper.--Math 
Classification  of  Shapes 

—  :  :•  -         .  1 

NMC              .  ■ 

Word  Classification .  -  y 
Classification  of  Word  Qroups  . 
Job  Classification 

T      ■  ! 

t 

NFK 

Form  Board  Manipulation 
Sequence  of  Size 
.  4  Block  Construction 
ricture  becjuence 

NSR 

.Symbol-  CI aissifi cation  ^ 
Corfe  Translation 
Symbol  Relationship 

-  X-  ■  ^ 

NMR 

a 

Verbal  Analogies 
Parts  of  Speech 
Antonyms  ana  Synonyms 

,  t 
%  • 

s 

NFS 

Design  Reproduction 
Bead  Stringing 
Map  Copying 

NSS 

Solving  Math.  Series 

t 

> 

Cartoon  Sequencing 
\  Sequencing 
^   Time  Sequencing " 

Scrambl  ed  Sentences 

•  t 

• 

T 

NFT 

Camouflaged  Objects 
.Camouflaged  Highlights 

NST 

Camouflage  (Buried  Words) 
Magic  Squares,  N'  inbers 
Separating  Words 

"i 

NMT  " 

New  Uses 

Composite  Stores 
Reconcile  Opposites 
Daffvnitiohs 

1 

1 

NFI 

Picture  Completion 
Map  Completion 

NSI 

.Mgebra-Fill  in  Missing 
Number 

NMI 

Deductions-Impl ications 
'  What  would  you  do  i-T  .  .  .  ? 

Reprinted  with  permission  from  the  SOT  Coloring  iook,  SOI  Institute,  214  Main  Street,  E>'Segundo,  CA  90245 


©  Mary  Meekei'  1977. 
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COMMERCIALLY  PREPARED  MATERIALS 


Many  of  the  commercially  prepared  educational  materials  can  be  uaed  to  tuppla*  ' 
ment  the  activities  and  materials  developed  for  SOI  operations.    The  folloviBf . 
list  contains  materials  which  have  been  coded  for  .Convergent  Production.  This 
list  waa#4f4ken  from  a  more  extensive  list  compiled  by  the  Austin  State, School 
in  Austin,  Texas,  for  a  PAR  project  to  classify  educational  materials  for  SOI. 
In  some  cases,  it  was  found  thait  the  materials  could  be  used  for  several  differ- 
ent cells  in  the  SOI  model  and  were  coded  accordingly.    Additional  cells  (codes) 
are  Indicated  in  parentheses.  . 


Company 

Materials 

Code 

Ins true to 

Color  Pattern  Board 

NFS  (CFR,  CPS) 

> 

Discovering  Opposite^ 

NFC  (EFC,  CFG) 

Groovy  Niimerala 

NSU 

Sort-a-Card 

NFC  (CFC,  MFC) 

* 

Season  Flannel  Visual  Aids 

NFR  (CFR) 

Matchups  Animals  and  Where 

NFR  (CFR) 

They  Live 

Magnetic  Counting  Discs  and 

NFS 

^Thirty  Frame 

Dominoes 

NFR  (CFR)  , 

ft  w 

Concept  Builders  (Animal)  ^ 

NFC  (CMU) 

Concept  Builders  (Shapes) 

NFC  (CMU) 

Know  and  Show  Alphabet 

NMU  (CSU) 

Concept  Builders  (Food) 

NFC  (CFC,  EFC) 

Trend  Enterprises 

Punch-A-Shape 

NFU,  NSU 

Number  Sequence 

NSU  (CSU,  CSS) 

WcclVXIlg    LiOOITi  ^ 

VITC  Nfc  r 

siro  f 

Developmental  Learning 

Body  Puzzle 

NFR  (CFR)  " 

Lacing 

NFU 

Auditory  Perception 

NFU  (CMU) 

Seasonal  Stencilb 

NFU  (CFU)  ' 

Animal  Stencils 

NFUs  (  CFU) 

• 

Farm  and  Transportation 

NFU  (v^CFU) ' 

Shapes 

NFU  (CFU) 

Lacing  Cards 

NFU  (CFU) 

Design  Cards,  Colored  Cubes 

NFR i  NFS  (MFS,  MFR) 

Assorted  Puzzles 

NFR  (CFR) 

Colored  Cubep/Cards 

NFR  (MFR) 

Parquetry 

NFR  (MFU) 

Association  Picture  Cards 

NFC,  NFR  (CFC,  CFR) 

Today's  Date  Box 

NSS  (CSS,  CMS) 

Western  Publishing  Co. 

Animal  Laelng  Cards  , 

NFU  (CFU) 

Shape  Lacing  Cards 

NFU  (CFU) 

< 

Milton  Bradley  ^ 

Beads  and  Laces 

•NFS  (CFU,  CFR,  MFU, 

MFS) 

Checker                    *^  .\ 

NFS 

222 

Conpany 

1  » 

0 

MatarlAla 

Code 

t 
• 

4 

Milton  Bradley 

Tick  Took  tPrlaary  Clock 

NMS 

(CFR,  CMS) 

Checker-*Actty«Ducey«-Backg«nBon 

NFS 

Flash  Cfrds  (Additiont  Subtraction, 

Multiplication,  Division) 

'  NSS 

Colored  Dot Dominoes 

(CFC,  CFR) 

Addition-Subtraction  Quizmo 

NSS 

(CSR,  ESR) 

Ideal 

Sequence  Pictures 

nfs 

Stencils  for  Tracing 

NFU 

» 

Perceptual  Developnent  Cards 

N?U  (Set  I) 

'  4 

'  ■ 

(Hfu  Sttt  II) 

Community  Helper  Crossword  Puszle 

NMS 

(EK5,  CMR, 

CMS) 

Transportation  and  Connunication 

NMS 

(EMS,  CMR, 

CMS) 

• 

* 

Crossword  Puxsle 

Place  Value  Board 

NSS 

(CSS) 

• 

Subtraction  Flash  Cards 

NSS 

« 

Flash  Cards  Addition 

NSS 

9 

Crossword  Pu^Bzle  (Food) 

NMR 

(CMR) 

Holiday  Crossword  Puzzles  - 

NMR 

(CMR) 

Whitman 

Superman  Flying  Bingo 

NFC 

Lacing  Catds 

NFR 

- 

Beginning  Arithmetic,  Grades  1  &  2 

• 

Puzzles 

NFR 

(CFR) 

Ins true to 

Claasification  Game 

NFC 

(CFC) 

Numerals  and  Counting  Shapes 

NFU 

(CFU,  MFU, 

CSU) 

Vtf  Face  and  Body  Positions  in 

•  NFR 

(CFR) 

Space  Fosters 

Play  Doh 

Modeling  Clay,  Papier  Mach< 

NFU 

Play  Doh 

NFU, 

(DFU) 

M.I.  Toys 

Plastic  Building  Blocks 

NFU 

(DFU) 

Doubleday 

.  Learning  Numbers  Is  Fun 

NSS. 

Webber  Costello              Count  to  Ten 

NSS 

(CSS)  ^ 

Cupid 

Time  Learner  Clock 

NTJl, 

NMS,  NFR 

(CMS,  CMR,  CFR) 

- 

Watkins 

Pass-O 

NFR 

(CFR) 

Teacher  Made 

Templates 

NFU 

Match  for  Share  and  Color 

NSR  (CFR,  CSR) 

Cursive  Tracing  Boards 

NSU 

Addition-Subtraction  Game 

NSR 

(ESS) 

Educational  Projects       Seasons  Learning  Manual 

NMR 

(CMR,  EMS, 

EFU, 

V  • 

EMR) 

Playschool 

Toy  Builder 

NFU 

fDFU) 

Rainbow  Tree 

NFS 

(CFR) 

Parquetry  Blocks  ^ 

NFR  (CFR,  MFR, 

MFU) 

2232  0  ♦ 
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Company 


Material* 


Coda 


Playachool 


Slfo 


Garrard 


Matchup 
Shape  Groupf 

Clock 


Picture  Readiness  Game 


Kenvorthy  Ed«  Service     Phonics  for  Reading 


Judy 


Bale rum 


DLM  &  Ideal 


Crown  &  Ins true to 


Playschool  &  DLM 


Cardboard  Clocks 
Clock 

Fractional  Circles 
Puzzle  Blocks 

Suiii^  Stick 

Parquetry 
Dominoes 

Cclor  Cubes/Design 


Milton  Bradley  &  Ideal    Peg  It  Number  Boards 


Preschool->Elementary 
Ed. 


Counting  Blocks 
Puppet  Playmates 
Number  Sequence 

Learn  to  Write  Manuscript  Letters 
Beads 

Shape  Board  and  Shapes 

Classification  Game  (Seasons) 

Fractional  Pies 

Number  Cards 

Time  Game 

Tennis  Shoe 

rotint-a-Ladder 

Nuts  and  Bolts 

Tracing  Cards 

Groovy  Letters 

Groovy  Numerals 

Bead  Patterns 

Seglng  Cards 

Dimensional  Color  Block  Design 
Buzzer  Board  Pattern  Cards 
Position  in  Space  Posters 
Sequential  Picture  Cards  II 
Asf^oclation  Picture  Cards 
Door  Locks 
Wood  Templates 


NMU  (CFR) 
NFC  (CFC) 

NMS,  NFR,  NMR  (CMS, 
CSS 9  CFR9  CMR) 

NFR  (CFU,  CFR) 

NMU  (CMU) 

NSS  (CSS) 

NSS,  NFU  (CFR,  CSS, 
CSR) 

NFS,  NSS  (CSS) 
NFR 

NSR  (CSS,  CSX,  ESR, 
EST) 

NFR 

NFR  (CFR) 
NFR 

NSR  (CSR) 

NFS  (CFU,  MFU,  MFS) 
NFU 

NSU  (CSU,  CSS) 
NFU  (MFU) 
NFS  (if  copying) 
NFR  (CFR) 

NFC  (CFR,  CFC,  MFR) 

NFU,  NSU 

NFU  (CFU,  CSU) 

NSS  (CSS) 

NFS,  NFR 

NFS  (  CSS) 

NFR  (EFR) 

NFU 

NSU,  NFU  (CFU) 
NSU  (CFU) 
NFS 
NFU 

NFR  (MFR) 

NFU  (MFR) 

NMR  (CMR,  EMR) 

mit  NMS  (CMS,  CMI) 

NMR  (CFR,  CMR) 

NFR  (CFR,  CFI,  EFI) 

NFU  (CFU) 
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Cow^any  Mate rtala  Coda 

Praachool-Elemantary      Lacing  and  Zlppar  Boarda  NFR 

Ed.  Abacua  Board  NFS  (CFS) 

Nufli^ar  Carda  1-110  ^  NSS 

Alphabat  Practice  Carda  NFU  (CPU,  MFU) 

(Lovar  Manuacrlpt)  / 

Checkera  NFS  (CFS) 


MATERIALS  FOR  THE  SOI  ABILITIES  WORKBOOK 

The  Itena  listed  below  are  needed  to  complete  activities  found  In* the  SOI 
Abilities  Workbook  developed  by  Dr.  Mary  Meeker  for  convergent  production. 

The  list  Is  Included  In  t;hls  guide  to  aaslst  teachefa  In  working  with  Maeker'a 
material  which  this  guide  s implements.    The  list  can  be  uaed  as  a  abopplng  list 
or  for  requesting  materials  from  students*  families* 

"^As  teachers  acquire^  these  materials,  they  should  be  labeled  and  placed  In  a 
central  area  for  easy  access  for  stiidents,  aides,  or  helpers.    Ter.chers  may  wish 
to  consider  keeping  the  material  for  each  opetatlon  separate. 


1.  Tagboard 

2.  Plastic  cookie  holders  from  store 
-3.  Coffee  cans 

4.  Tai^ourlne/bells 

5.  4  milk  cartons 

6.  Plastic  coins 

7.  Paper  money  (bills) 

8.  2  dozen  wooden  dowels,  3/8"  diameter,  2*  long 

9.  6  different  spices  In  jars 

10.  Sponge. 

11.  1  dozen  paper  cups 

12.  1  dozen  popslcle  sticks 

13.  1  plastic  baby  bottle 

14.  1  glass  bottle 

15.  1  package  3"  x  5"  cards  (lined) 

16.  5  different  state  highway  maps  (example:    California,  Nevada,  Utah,  Idaho, 
Arizona,  New  Mexico) 

17.  1  sheet  clear  acetate 

18*  6  pieces  strong  tagboard,  1*  x  2' 

19.  1  d(>zen  protractors 

20.  Jar  full  of  dried  beans 

21.  1  touch  bag  full  of  Items  (example:    plastic  spoon,  shell,  nail,  rock,  ring, 
rubberband) 

22.  1  package  tagboard,  12*^  square 

23.  1  ball  of  string 

24.  1  nut  and  bolt 

25.  Magazine  pictures  of  people     <  ^  , 

26.  2  pair  dice  --s. 

27.  Strawberry  carton'  / 

28.  1  can  of  peanut  shells  or  plastic  ones 
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CONVERGENT  PRODUCTION  ACTIVITIES 


Activities  for  the  convergent  production  factor  are  presented  on  the  following 
pages.    The  letters  (code)  in  the  upper  right-hand  corner  correspond  to  the 
Convergent  Production  Activities  Grid  presented  in  the  Introduction  to  the  Con- 
vergent Production  section. 

Answers  to  activity  puzzles  and  games  are  presented  at  the  end  of  the  section. 


o  o 
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DRAWING  FIGURES 


Draw  the  figures  as  they  are  described  in  the  statettents  below. 
1.    Use  your  pencil  to  draw  any  shape  in  two  sizes. 


2 •    Draw-  a  wavy  line • 


3.    Draw  a  triangle  Inside  the  sqxaare. 


4,    Draw  two  circles  touching  each  other. 


5.    Draw  a  parallelogram. 


6..    Draw  a  hexagon  with  a  ball  in  the  center. 


7.    Draw  a  box  and  put  an  X  in  the  center. 


8.    Draw  a  diamond  and  put  a  triangle  over  it. 


9,    Draw  a  cone  and  draw  a  circle  on  the  top  of  the  cone^ 


10.    Draw  a  square  and  put  a  dot  on  each  of  the  four  sides. 
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liFU-2 

REPRODUCING  WORDS  (SIMPLE) 
Repioduce  or  draw  the  letters  for  the  words  (on  the  left)  In  the  tpacM  opposite. 


^ Y%  1  ^  r 

;       ■  « 

r 

♦ 

-  4 

* 

L|Uld 

i  , 

\ 

oUliy 

clock 

o 

1 

■    O  ^28 

ERIC 
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REPRODUCING  GROUPS  OF  LETTERS  (COMPLEX) 
Reproduce  or  draw  the  groups  of  letters  (on  the  left)  In  the  8psc«;8  oppd^lte, 


T 


9  •  , 
229  ^ 


MFU-4 


DRAWING  GAMES  AREAS 


Draw  a  picture  of  the  four-square  gaiae  area. 
Use  a  ruler  and  make  sure  all  lines  are  the 
sane  length.    Measure  In  centlineters.  What 
Is  the  distance  around  the  four-square  area? 


Do  the  same  for  .  the  hopscotch  area.^  Are 
the  squares  In  hopscotch  the  same  size  as 
those  In  four-square?    How  long  Is, the 
hopscotch  area? 


r 


What  does  a. baseball  dliaioond  look  like? 
Draw  a  picture  of  It.    Measure  in 
centimeters  tl\e  distance  between  bases. 

ftecord:   . 

What  Is  the  distance  from  home  plate  to 
the  pitcher's  mound? 


Record: 
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LIKENESSES  AND  DIFFERENCES 


List  as  many  way::,  as  you  can  in  which  these  leaves  are  different. 


1. 
3. 
5. 


2. 
4. 
6. 


Name  things  that  are  sticky. 


1. 
3. 
5. 


2. 
4. 
6.. 


List  all  things  you  can  think  of  that  are  soft  and  blue. 


1. 
3. 
5. 


2. 


4. 


ERIC 


Wha|'lteinj3  ar^  yellow  that  you  can  eat? 


NFC-1 
(Cont.) 


1, 
3, 
5. 


.2, 

4.- 
6. 


List  Items  thr.t  have  wheels. 


1. 


3. 


5, 


2. 
6. 


What  are  the  different  ways  you  could-  light  your,  house? 


1. 
3. 
5. 


2. 

4, 
6. 


^1 
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WORD  FRAMES  (SIMPLER 

Match  tha.vord  with  Ita  shape.  Place  'the  nunber  for  the  word  In  the  space  to 
the  left'Of  the  figure  or  frame  shaped  like  the  word.  ^ 


1.  look 


A. 


2>  sun 


B. 


3.    rays  ' 


\. 


C. 


A.  bring 


5.  this 


6.  apple 

/ 

I 

7.  talk 


D. 


E. 


F. 


6. 


.1 
8.  tpee 


H.., 


a 


9 .  window 

I. 

4 

0 

4 

,  t 

if 

10.  JU3ip 


J.  . 


ERIC 
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.NFC-3 


WORD  FRA'.ffiS  (CrtMPLEX) 


Match  the  word  with  its  shape.'  Place  the  number  for  the  vrord  In  the  space  to 
the  left  of  the  figure  or  frame  shaped  like  \the.  wofd. 


,1.' 

uniformity 

2. 

3. 

vacillate 

4. 

5. 

haphazard 

6. 

* 

7. 

plausible 

9.' 

intermission 

10. 

A. 


B. 


-c. 

1 

— X 

6 

D. 


E. 


F. 


•7 

\ 

G. 

1 
1 

H. 

1  1  1 

1 

9' 


J 

1 

1 

ERIC 
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NFR-1  ^ 


WHAT'S  NEXT? 


Study  the  first  three'  drawings  In  each  square  to  decide  what  pattern  or  relation' 
ship  the  figures  have;  then  finish  the  square  by  making  a  drawing  of  your  own 
that  completes  the  pattern. 
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NFR-2 


RELATIONSHIPS 


How  Is  the  first  picture  in  the  set  related  to  the  second?  Once  you  discover 
the  relationship,  complete  the  second  picture  set. 


1. 


□ 

is  to 

B 

o 

as 

is  to 

2. 


3. 


1 

is  to 

El 

as 

A 

Is  to 

4. 


5. 


9\ 

is  to 

I 

1 

as 
Js  to 

lERlC 


\ 
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MEASUREMENT 


Using  two  jutq>  ropes  ^  make  a  small  square  liun.de  a  large  square.  Hold  the 
ropes  tight.    Mark  each  lines  with  chalk.  '  Measure  the  squares. 


Record  your  measurements < 


Compare  mc:aaurements  with  others  in  your  class.  What  . else  can  you  discover  by 
looking  at  the  area? 


Record  your  observations, 


Again  using  the  jump  rope  and  the'  same  procedure ,  make  a  triangle  In  a  circle; 
be  sure  the  corners  of  the  triangle  touch  the  edge  of  the  circle.  Measure  the 
sides  of  each  triangle. 


Record  your  measurements. 


Are  the  sides  of  the  triangle  the  same  or  different  lengths? 


ERLC 
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NFS-1 


COMPLETE  A  PATTERN 


In  the  8erle<^  of  figures  below  a  pattern  has  been  started.  Study  the  drawings. 
V/hen  y -u  know  the  pattern,  complete  the  series  by  filling  In  the  blank  areas. 


1. 


2. 


3. 


F  1 


rz^  r0n 


4. 


5. 


□  □ 

o  o 

V 

□  □ 


6. 


7. 


ERIC 
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NFS- 2 


W'FUZZLE 


e  following 
'quaresy  when  put 
together  In  the 
correct  order ^  form 
a  map  of  the  United 
States;'    Cut  out. 
th6  squares  and 
rearrange  them  to 
make  the  map. 


ERIC 
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NPT-1 


SOLVING  PROBLEM 


Look  before  leaping. 

How  many  squares  can  you  find  In  this  figure? 


Maybe  you  said  nine.  But  who  said  the  squares  had  to  be  the  same  size? 
In  addition  to  nine  squares  this  size  |"  ]  ,  IsnVt  there  one  this  size? 


^nd  four  more  this  size? 


Which  answer  Is  l)etter^   Nine  squares  or  14? 


If  the  best  answer  to  the  problem  of  the  squares  was  not  the  first  one  you 
thought  of,  don^t  be  surprised.    People  who  take  time  to  think  about  a  problem 
often  find  a  better  solution  than  the  first  one.    Use  the  same  ways  of  thinking 
to  solve  the  problems  on  the  next  page . 


\ 


SOLVING  PROBLEMS 


NFI-l 
(Cont.) 


^  squares 


There  are 
There  are 
There  are 
There  are 


circles 
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HOW  TO  MAKE  A  TETRA-FLEXATUBE 


X 

y..  \ 
/  \ 

\  / 

\  / 
\/ 
/\ 
/  \ 
/  \ 
^  ^ 

\  / 
\  / 
\  / 
/\ 
/  \ 
/  \ 
/  > 

The  flexatube  la  made  from  a  atrip  of  four  squares,  each  of  vhlch  la  ruled  intp 
four  right  triangles.    Creaae  back  and  forth  along  all  the  lines,  then  tape  the 
ends  together  to  form  the  cubical  tube.    The  challenge  Is  to  turn  the" tube 
Inside  out  by  folding  only  on  the  creased  lines. 

A  durable  version  can  be  made  by  gluing  16  triangles  of  cardboard  or  thin  metal 
onto  cloth  tape,  allowing  space  between  the  triangles  for  flexing.    It  Is  use- 
ful to  color  only  one  side  of  the  triangles,  so  that  you  can  see  at  all  times 
just  what  sort  of  progress  you  are  making  toward  reversing  the  tube.  ■ 


2 
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PLOniNG  POINTS 

,P0  YOU  REMEIIIBER  HOW  TO  PLOT  POINTS  ON  A  GRID? 


/"plot  THE  (h,v) 
POINTS  AND  I  ^  (j  3) 


(h.v) 

'  C9,3) 
'  (13  , 3) 

^0,3) 


H 


r 

i 

-r 

^NV  HmS  ANOTHER^ 
IF  you  AREN'T  ALKEAPY 


POO  TlRfP^/^ 


V 

J 


Ch,v) 

^C3,2) 
'(3,0) 

'Chi) 

'C8,5) 
^  0  -  5) 


Ch,v) 

^C5<4) 

^C3-I) 
^C3,5) 

^C2M3 
°C0-4) 
'  Co,  3) 
'C2,33 
^0,2) 


/^OK!    50  THESE   PICTURES    ARENT  WORKS  OF  ART 

WHV  PON'-^  YOU  DESIG-N  A  TICTURE?  WRITE  DOWN  THE 
I  ORDERED   PAIRS  AND  EXCHANC-E  WITH  A  FRIEND. 


NFI-2 
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MAP  GAME 


Materials  Need>&d 

Map  gird  (See  next  page.) 

Set  of  playing  cards  (See  below.) 

Marker  for  each  playe^ 


Rules 


You  will  need  to  use  your  map  reading  skills^ to  play  this  garnet  > 

Each  player  draws  a  card  In  turn  and  follows  the  directions  on  the  card.  The 
object  is  for  th^  player  to  get  his/her  marker  to  outer  edge  of  grid  first.  The 
player  who  does  Is  the  wlmterv 


To  Make  Playing  Cards 

Type  the  directions  below  for  playing  cards.    Use  cardboard  for  backing. 


Move  10**  North  and  20**  West 

Move  20*  South  and  lO^^^adt 

Move  10**  North  and  10*  East 

Move  10**  North  and  10**  West 

Move  10°  South  and  10**  West 

Move  10"  South  and  10"  East 

Move  30'  Southland  20*  East 


Mbve  20*  North  and  20*  We$t 

Move  20*  North  and  20*  East 

Move  10*  North  and  10*  West 

.  ^  Move  10*  North  and  H)*  East 

Mbve  10*  South  and  10*  East 

Move  10*  South  and  10*  West 

'  ■  Move  10*  East 


Move  30*  South  and  20*  West 


Move  10*  West 
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MAP  GAME  GRID 

>  0 


NFI-2 
(Cont.) 


1 

• 

I  . 

1 

1 

1 

.  1  . 

1 

/ 

/ 

1  ■  ■ 

1 

I  ■ 

i 

>% 

/ 

1 

1 

Sta 

 i 

/ 

rt  / 

y— 

% 

• 

He; 

1 

re 

r 

i> 

s 

/ 

■ 

4 

0 

40 'N' 


20 


10 'N 


0' 


lO'S 


20 

/ 

/ 

30  "S 


40  "W 


30 "W  20 


10  °W 


10  "E 


20''E 


30"! 


AO'S 
40  *E 
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NSU-1 


•NONSENSE  WORDS 


How  well  can  you- copy?    The  "letter"  below  is  made  up  of  nonsense  words.  See 
how  well  you  can  copy  It*.  Check  your  words  to  be  sure  that  you  have  copied 
correctly.    You  might  want  to  time  yourself  to  see  how  long  It  takes  you.  Copy 
the  letter^  on  the  lines  below  each  word,  ^    ^  . 


Aeci 


bcme 


cere 


litvw 


htol 


uekl 


maca 


te 


ffooj^ 


Mpgj 


sru 


jkui 


ealm 


fohha 


rvlnpo 


Cgtse 


dbpg 


nrwy 


uolklm 


Mnjkh 


behj . 


nhb 


7  vlcre 


Sneth 


Ifugyea 


das 


Tervg 


nhdys 


pehak 


Ihelonh. 
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llSO-2 


SYMBOLS  FOR  LETTERS 


Each  letter  below  Is  paired  with  a  symbol.    Sometimes ' the  iysabols  for  letters 
are  very' 8;lmllar  but  still  different.    Itt  the  space  below,  put  the  correct 
symbols  With  the  letters. 


NSU-3 

PLAN  A  PARTY, 


Below  la  a  list  6'f  items  you  need  for  your  party.  At  the  supermarket  you  buy 
the  Items  on  the  list.  ' 

Write  down  the  cost  of  each  Item. 

What  was  the  total  cost  for  your  party. 


Graham  Crackers 

Chocolate 

Marshmallows 

Juice 

Cups 

Napkins 


ERIC 
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ADD  UP  THE  NUMBERS  I 


The  raindrops  * 


Total 


The  uin|>rella8 
The  dijicks 


The  raindrops  and  umbrellas  * 


The  umbrellas  and  ducks 


ERIC 
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llow  Much  3)0651^115  Gaden  G*™*^ 


Add  up  each  flower! 


A  - 

E  = 


A    +  1 


D    +    1  » 


F    +    1  = 


D  - 

C  » 


B  « 

F  = 


B    +    1  - 


E    +    1  - 


C    +  1 


400 


25(2  <V  ' 
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NSU-7 


WHAT  WOULD  YOUR  CHANGE  BE? 


HOW  MUCH  IS  A  WORD  WORTH? 


Use  this  code: 


NSU-8 


ABCDEF  GHIJ 

1^           2v           3(?           4(;           5<s           1(?  2(?           3(?           Ac  5(? 

K.L             MNOP  QRST 

1^           2c           3(?           4(;           5<?           1(?  ^        2(?           3(?           4<?  5c 

U  V  W  X        *     Y  Z 

IC         .  2c  3c  4c  5<i      •  ic 


Add  up  these  words. 


1.    Love    -       2c  +  5c  +  2c  +  5C  »  14c 


2.  Your  naiue  » 

3.  .  Your  last  naiqe 


"T — 7 


4.  Your  teacher's  name  » 

5.  Your  mom's  name  ■   

6.  Your  dad's  name  = 


7.     Favorite  food  « 


8.    The  days  of  the  week  « 


How  nvany  25^  words  can  you  think  of? 
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BE  MONEY  WISE 


® 

A 


1  ® 
B 

c 

0 

@® 

D 

® 

® 
® 

@ 

® 

® 
f 

@®® 

G 

A  - 

• 

B  - 

C  - 

0  = 

F  -  ■ 

• 

0 

G  = 

t 

'Set  _____  has  the  most  money 
Set    has  the  least  money 


Set 


A  *  B 

.0  +  E 

C  +  G 

A  -  B 


 J 

 0 

 _J 

 ^ 


B  +  C  = 

A  +  E  = 

E  +  C  - 

D  -  C  = 


NSU-10 


MEASUREMENT 


0 

Use  a  piece  of  roving  about  1  meter  long  to  measure  and  record: 


Around  your  waist   

'    Around  your  friend's  waist   

From  floor  to  top  of  your  head   

From  floor  to  top  of  your  friend's  head 

The  width  of  the  span  of  your  arms  

The  length  of  your  foot   


NSC-1 


FIND  THE  COST  OF  ONE 


1.  If^ananaa  uell- far  60  xeats.a  dozen,  how  much  will  7  cost? 

2.  Robert  reads  the  same  number  of  pages  in  a  book  each  day.    In  3  days  he 
read  54  pages.    How  many  pages  would  he  read  in  7  days? 

3.  If  5  apples  cost  25  cents,  how  much  will  17  apples  coat? 

4.  If  4  yards  of  silk  cost  $4.48,  what  will  3  yards  cost? 

5.  If  a  dozen  eggs  cost  60  cents,  how  much  will  9  eggs  coat? 

6.  In  4  days  Tom  eats  18  slices  of  bread.    How  many  slices  does  he  eat  in  5 
days?  ' 

'7.    If  15  books  cost  $90,  how  much  will  18  books  cost? 

8.  If  3  city  blocks  are  1020  feet  long,  how  far  does  a  boy  go  when  he  skates 
13  blocks?  ^ 

9.  If  8  pieces  af  cloth  measure  56  feet,  how  long  would  9  pieces  be? 

•    10.    If  18  pieces  of  clcth  contain  630  yards,  how  many  yards  would  there  be  in 
15  pieces?  - 

11.  If  3  crates  of  eggs  contain  90  dozen  eggs,  how  much  will  5  crates  contain? 

12.  If  5  yards  of  material  cost  $9.20,  how  much  would  12  yards  cost? 

13.  If  13  people  in  the  class  paid  $16.25  for  lunches,  how  much  would  33 
people  pay? 

14.  If  you  cut  6  top  strings  out  of  9  yards,  how  many  yards  would  it  take  for 
11  strings?  V 

15.  If  Mary  used  27  buttons  on  ^  dresaes,  how  many  buttons  would  she  use  on 
2  dresses? 

16.  If      crates  of  strawberries  contain  96  boxes,  how  many  boxes  will  6  crates 
hold? 

17.  If  there  are  36  beets  in  4  bunches,  how  many  beets  v^puld  there  be  in  10 
bunches? 

18.  If  6  bmches  of  asparagus  cost  $2.10,  how  ?>uch  would  15  bunches  cost? 

19.  If  the  clothes  for  8  boys  cost  $54,  how  much  would  clothes  for  7  boys  cost? 

20.  If  8  sleds  cost  $88.64,  how  much  would  5  sleds  cost? 


2<- 
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V  i    .  PRODUCTS 

This  game  gives  you  a  chance  to  practice  your  multiplication  skills. 

Level  * 
Grades  3-6  *  '       '  . 

Number  of  Players  .  ..  # 

Two  to -four  ,  ^ 

Materials  Needed 
fmall  pieces  of  colored  paper 

Playing  board        "  ^ 

Object  .  * 

To  cover  the  most  products  on  the  board  with  a  player's  color      .  ^ 

How  to  Play  .  ' 

Each  player  chooses  a  color j    The  players  take  turns, rolling  one  die.  The 
player  must  cover  a  multiple  of^the  number  s/he  rolls  with  her/his  color.  When 
all  products  are  coveted  the  game  Is  over.    The  winner  is  the  player  who  has  the 
most  products  covered*    If  a  player  cannot  find  a  multiple  of  her/his  number  on 
the  board  s/he  may  pass.  '  .  ■ 

\> 

Variation 

This  game  can  also  be  called  ^^Sums^^  and  can  be;  used  as  an  addition  game  with 
smaller  ni*mbers. 


48 

6 

8V 

32 

60 

56 

3 

18 

> 

44 

5 

42 

35 

25 

22 

54 

63 

21 

55 

16 

36 

10 

45 

2 

64 

27 

7. 

4 

72 

20 

8 

15 

9 

14 

24 

77 

30 
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YOU  DO  IT 

ft  * 


^        '  Directions 

Example " 

 r 

You  Do  It  ' 

Write,  any  .three  figures  so  that  they  decrease 

by  one  from  left  to  right. 
Reverse  the  number. 

Subtract  the  smaller  from  the  larger. 

Your  answer  will  always  jbe  198. 

543 
345 

543  , 
-  345 
198 

I 

Write  any  nuinber  you  wisii 
Add  5.  i 

Multiply  by  3.  i 
Subtract  9.                              ,  , 
Divide  by  3. 

Subtract  your  original  number. 
Your  answer  will  always  be;  2. 

8 

5+8-13 
13  X  3  -  39 
39  -  9  «  30 
30  r  3  «  10 
10  -  8  =  2 

Write  any  three  figures. 
ivcVcrsc  tne  numocr . 

Subtract  the  smaller  from  the  l-.^^^i.. 

Reverse  the  answer. 

Add  t;jfr  original  answer. 

Yaur  answer  will  always  be  1089. 

421 
124 

421 
-  124 
297 

792 
+  297 
1089 

 . — '  ^  5  

< 

Write  any  number  three  times. 

Add  the  three  figures.  (6+6+6) 

Multiply  Uy  37.  ' 

Your  answer  is  the  first  number  you  wrote. 

666 
18 

■ 

— fi  :  «  ■  ■                    ■   ■ 

Write  any  number  with  four  figures. 
Reverse  the  number. 

Subtract  the  samller  from  the  larger. 

-  «» 

Your  arawer  can  always  be  evenly  divided  by  9.' 

_  ■  —  —  ;  rr 

4362 
2634 

4362 
-  2634 

! 

1728 

In  order  to  score  lOO  on  the  dart  board 
abovfe,  how  many ^darts  must  you  use? 
Where  will  your  darts  land? 


The  winner  scored  100  points  with  6  darts. 
The  number  in  one  ring  was  twice  the  number 
in  one  of  the  other  rings.    The  tiumber  in 
another  ring  was  three  times  the  number  in 
one  of  the  other  rings.    What  numbers  go 
in  the  other  rings  if  the  center  ring  is 
40  and  you  have  only  one  dart  in  each  ring 
when  you  score  100  points?  | 


The  winner- scored  ICQ  points  with 
6  darts.    There  was  only  one  dart 
in  each  ring.    The  score  on  each.  / 
ring  is  a  multiple  of  5.    No  | 
number  was  repeated.    What  number^ 
go  in  the  other  rings  if  the 
number  in  the  center  ring  is  50? 


MAGIC  SQUARE 

Place  the  numbers  1  -  9  in  the 
squares  so  they  add  up  to  15  in 
all  directions. 
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COI^ES  AND  CIPHER?, 

/ 

I 

Some  secret  messages  are  called  codes  while  qithers  are  called  ciphers.    In  a 


»code  a  group  of  letters  or  a  word  may  have  a /secret  symbol  such  ^s: 


Secret 


SS 


Secret  Spy 


r 


A  cipher  is  different?  each  letter  in  a  cipher  has  a  symbol  such  as: 


SECRET 
573178 


c  e 
3  7 


/ 

Some  messages  can  be  found  hidden  or  may  be  scrambled  into  another  mes^ag^. 

to  '  ■  / 

Try  solving  the  fpllowing  ciphers  and  codes.  You  may  wish  to  make  up-sime  of 
your  oyn* -for  your  friends  to  solve..      „      „  " 


Here  is 

the  key  for 

a 

cipher. 

A  B 

C 

d'     E  . 

F 

G      H  " 

I 

J 

2  A 

6 

8  10 

12 

lA  16 

18 

V 

20 

T  U 

V 

W  X 

Y 

Z 

AO  A2 

AA 

4^  A8- 

-^0 

52 

/ 

K 


J 

M  N 


P  Q 


Use  the  key  to  decipher  this  message: 

•  ■  ,  I 

A  -  10  -  A6  -  2  -  36  -  'lO  30  -  12  38  -  10  -  6  -  36  -  10  -  2»0 
6-30-8-10-38  .  i 


2.    Here's  anotTier  way  to  send  ^a'^es sage. 

■      •     ■    ,         ^  )  " 
flsa  ge 


3. 


c      dnyo  uf 
This  one  Is 'fun,  too 


indL  heme 


I  I 


w 

Y 

D 

A 

D 

E 

H, 

A 

p 

.  E 

T  , 

D 

I 

W 

Y 

R 

H. 

0 

C 

H 

0 

U 

E 

C 

27 ' 


A.    Or  how,  about  a  scramble? 

TASWE       OTN       NAW.T  TNG 
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CODES,  CRYPTOGRAMS,  AND  CIPHERS 


r 


N8R-2 


,   See  if  ypu  can  break  these  messages. 
V  *    1.    This  cipher  needs  this  phonetic  alphabet  to  be  broken: 


ay 
be 


a 

b^ 
c  ■  see 
d  ■  dee 
e  i  ee 
f  -  ef 


g 

h 
1 

j 
k 


jee 

atech 

aye 

jay 

key 


1 
m 
n 
o 
P 


el 
em 
en 
oh 
pea 


q 

r 

8 

t 

u 


cue 

or 

es 

tea 

ewe 


V 

w 

A. 

y 

z 


vee 
dub leu 
ex 
why 
zee  " 


Eeayeswhy,  ayees  ayetea  enohtea? 


2,    Look  Qloi^ely  end  you'll  solve  this  one: 

I  fyo  ure  •  allykno  who  wtose  elnn  eww  aysyo  urprob 
lemlss     olv  '  ed. 


3.    Don't  go  off  in  the  wrong  direction  for  this  one:  ; 
Edam     tl  «  evah     uoy,     flesruoy     esrever     uoy  ,,  fl. 


This  Is  a  cryptogram,  so  code  letter?  are  substituted  for  the 
letters. 


correct 


It  Is  part  of  a  famous  rhyme.      Clue:  '  v  stand  for  a 

,       s_  stands  for  J_ 


ERIC 


•5. 


svpl          .  at 

cnoaht. 

svpl        *  at 

xfnpl 

svpl  kfoy 

* 

mbtu 

idt            '  pvcrht 

qlnpl 

Try  to  decipher  this? 

YYURYY    UB    I  C 

U    R    Y  Y    4  me. 

26r  N 

NSR-3 

j  ,    WHAT  DO  THESE  SYMBOLS  MEAN? 

Use  the  code  on  the  next  page  to  help  you. 

3>n>  vl  f4V  V\a 


NSR-3 
(Cont.) 


\ 


WHAT  SENTENCE  CAN  YOU  WIRTE  WI^  THESE  SYMBOLS? 


a 

b 

c 

d 

e 

f 

g 

h 

i 

1 

k 

1 

rrr 

? 

XT 

H 

\ 

V 

V 

pi 

X 

* 

* 

4 

n  I  o  I  p  I  q  I  r  I  s  I  t  I'  u  I  V  [  w  I  X  j  y  z 
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CODED  message;^ 


Directions 


Fill  in  the  blanks  in  front  of  the  letters  to  "crack"  the  code, 
your  own  coded  messages. 


Then  make  up 


A  -  (9  X  11)  +  2 
B  -  9  X  9 

C  «  5  X  8 

D  -  100  r  10 

E  -  4Q  T  12 

F  -  6  X  8 

G  «  7  X  4 

H  -  102 

I  -  12  X  8 

J  =  8  +  9 

K  =  16  ^  2 

L  «  21  -  3 

M  =^  7  X  3 

N  «  8  X  7 

0  =  5x7 

P  «  35  V  7 

Q  «  (14  X  1)  -  11 

R  =  40  i  2 

S  «  8  X  9 

T  =  6  X  6 

U  =  4  X  0 

V  «  63  -  62 
W  =  5  X  3 

X  -  27  :  3 

Y  «  36  6 
Z  «  2  X  11 


ON 
I 

H 
O 
O 
I 

VO 

ON 

I 

ro 


Ul 

I 

o 
I 

ON 


ON 

(0 

00 

1 

CO 

1 

U) 

CO 

so 

Cn 

ON 

1 

OQ 

1 

O 

ro 

1 

? 

ro 

? 

o 

1 

O 

1 

ro 
o 
I 

I 


I 
I 
I 

ON 


ro 
I 

Ln 
I 

I 

O 
I 

VC 
ON 


I 


I 

00 


ON 
I 

Ul 

I 

o 


22^6 1*' 


A 

B 
C 
D 
E 
F 
.G 
H 

I 

J 

K 
,  L 

M 

N 

0 

P 

s 
T 

u" 

V 

w 

X 
Y 

z 
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PLAN  A  PARTY  , 


A  party  always  has  good  food.  Some  Mores  are  fun  to^make  and  good  to  eat. 
To  make  one  you  need;  4   .  , 

2  square  graham  crackers 

4  squares  of  a  chocolate  bar  (usually  1/2  of  .ill  bar) 
1  melted  marshmalldw  , 


0 


If  you-  plan  to  have  ten  people  at  your  party  and  you  plan  for  each  person  to 
have  two.  Some  Mores,  how  much  will  you  need  to  buy?    Answer  the  question  below 
to  find  out. 


sHow  many  graham  crackers  will  be  needed? 


How  many  marshmallows  vill  you  need?  ; — 

What  fraction  of  a  chocolate  bar  is  needed  for  one  Some  More? 
How  many  chocolate  bars  wii%  you  need  altogether?   


^  1' 
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ALPHABETICAL  ORDER 


Place  the  following  words  In  alphabetical  order.  Each  group  should  be 
alphabetized  separately. 


A.  come 
code 
cone 
comb 


1.  - 

2.  " 

4. 


B«  m^an 
metal 
medal 

meal 


1.- 

2r 

4. 


C. 


anger 
always 
alter 
abide 


1.^ 
4. 


D.    beach  1* 

bird  2.^ 

brother  3. 

bottle  4. 


E.    naughty  1. 
noise  2. 


nice 
novel 


3.^ 

4% 


F.     leaves  1. 

leap  2 . 

leather  3. 

leaving  4. 


G.    street  1. 

straight  2. 

stream  3. 

strap  4. 


H.    weight    "  1.^ 
welghtless2.^ 
weight 
weighted  4. 
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A  WORD  CHAIN 

Starting  with  the  key  word  make  a  new  word  by  changing  only  one  letter.  The 

next  person  may  now  change  any  one  letter  to  make  a  new  word.  See  how  many 
different  words  you  can  make. 

Example  .  «  ' 

LANE  LIFE  TAKE  RACE  FINE 

LONE  •  •    ;  

LOSE        ^_ 

LOST   /  '    '   ^ 

COST  .        

CAST'   "    

CANT  „         "  •    .  '   .  ■ 

CANE      

SANE       ' 

.  (5   \  ' 

SAND   \      

BAND  '  <:  _  


MX. 


—  2^ 


ERIC 


7.68 


It 
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MISSING  WORDS 


Find  all  possible  words  within  the  squares  of  this  puzzle.    Move  up,  down, 
sideways,  or  diagonally.    The  same  letter  square  may  be  used  twice  In  the  same 
word  If  another  letter  Is  used  in  between.    In  the  example  below,  the  letter 
"D"  is  used  twice  in  the  word  "dead,"  but  "E"  and  "A""  are  used  between. 


s 

A 

M 

A 

B 

D 

N 

E 

D 

R 

c 

s 

T 

0 

M 

A 

N 

1 

N 

E 

L 

1 

P 

U 
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HIDDEN  SENTENCES 


Move  from  square  to  square,  either  up  or  down/ or  from  side  t  side  (not 
diagonally)  to  find  the  hidden  sentence  in  each  diagram. 


Example 

1.    Start  with  S 


2.    Start  with  I 


0 

T 

S 

0 

E 

.  u 

K 

I  , 

■.  T 

R 

.  D  - 

E 

A 

0. 

F 

A 

•  R 

A 

I 

0 

T 

H  • 

L 

0 

3.    Start  with  W 


w 

0 

E 

T 

w  • 

H 

P 

A 

E 

E 

H 

0 

■  P 

C 

6 

T  ^ 

U 

D 

0 

N 

I 

— — ^ 
R 

N 

R 

J  I. 
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^  TWO  DOWN.  TWO  TO. GO' 

Below  are- listed  th^  initial  and  final  letters  of  some  four-letter  words. 
List  as  many  words  as  possible  that  begin  and  end  with  the  given  letters. 

r 


1.    L  '  -  P 


6.    C  -  -  N 


2.    N  -  T  E 


7.    F  -  -  D 


.  '3.    R  -  -  G 


8.    D  E 


A.    P  ~  -  1 


9.    6  -  N 


5.    M  -  ~  T 


10.    G  -  -  N 


ERIC 
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.  .  WORD  WITHIN  A  WORD 

Each  of  the  words  below  has  at  least  one  word  hidden  in  it.  Circle  the  words 
you  find  within  each  word.  / 


1.  emotional 


11.    s  h  i  p/m  e  n  t 


2.  disarm 


12.  .deformity 


3.  courageous 


13.  partisan 


4.    nobleman,  w 


14.  broadsword 


5.  concentrate 


15,    c  ,e  n  t  i  m  e  X®  ^ 


6.    c  a  r  b  o  n     t  e  d 


16,  knowledge 


7/   <;  ^     t  a  n  e  t 

■•'...'>■■"'"■ 

'8.   V  y  e  1  e  t 


17/  cowardly 


18.-  bright 


9.  latchkey 


,1  • 


19.    c  o  n  d  1  m  e  .n  t 


10.    phospho.  rescent 


20.  killdeer 


2  S3 


ERIC 
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MAKE  A  WORD 


What  other  words  can  you  mak^  from  the  following  words  by  changing  the 
/  arrangement  of  the  letters? 


Example  * 
read  dear 


dare 


1 •  dater 

2.  dowery 

3.  dale 

i 

4 .  large 

5 .  there 

6.  kids  z 

7.  neara 

8 .  grab 


9.  tubs 
'10.  name 
11 »  plead 

« 

12'..  begirt 


13.  made 


lA.  realist 


15.  painters 
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Activities  have  not  been  provijjed  for  t^e  cell  NSI. 
This  tell  is  best  remediated  through  the  teacher *s' 
owi^  math  program  in- the  classroom.    The  SOI  Abilities 
Workbook  on  Cdnvergent  Production  (under  the  cell  NSl) 
presents  a^diagnos.t-ic  mathematics  test  which  teachers 
may  choose  to  use,'  '  \  , 
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CONTRACTIONS 


Coivtractlons  are  two  words  that  have  been  shor.tened  to  make  one  word*.  An 
apostrophe  (')  Is  used  In  place  of  the  letter (s)  that  have  been  left  out*  « 
For  Instance  **I  will**  may  be  shortened  to  **I*11/*    In  the  following  exercise 
change  the  words  In  parentheses  to  contractions. 


Dear  Pat, 
(We  have)  1. 


(would  not)  2.   

(we  have)  3.   

here  longer* 

i  { 

Last  nl^ht  (I  had)  5. 


_  been  enjoying  our  vacation  in  the  mountains.  You\ 
believe  the  beautiful  rivers  and  forests /that  | 
seen  Tiere.    (I  would)  4.   like  tt  stay 


gone  to  bed  when  I  heard  strange  noises  in 

■     '  '  '  • 
  not  bejjieve  what  I  saw  when  I  shined  my 


our  cainpl;^^;  (You  will )  6 . 
flashlight  out.    A  large  brown  bear  was  helping  himself  to  our  food.  We 

(should  have)  7.  ^  put*  our  food  chest  Xn  the  ca^er  ^ut  we  forgot. 

(It  is)/  8.  .         all  torn  up  now.    The  bear  ripped  the  lid  off.  (We 

will)  9.   hav*  to  buy  a  new  food  chest.         '  ^  . 

Tomorrow  (1  would)  10.   ^Hike^  go  on  a  long  hike  if  it  (is  hot) 

11.  raining  as  it  does  heire  often.  ;^ 


I  hope  (you  are)  ,12.  

13.  '    ;     be  good  to  see  you  when  we  return  home. 


enjoying  your  vacation  time.     (It  will) 


Yot.r  friend., 


Sean 


/ 
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MORE  CONTRACTIONS 

In  the  sentences  below  the  contMCtions  need  to  be  changed  to  the  cwo  words 
that  made  up  the  contraction.    See  number  1. 

Donna  couldn't  1.  could  not  lift  all  the  booM  herself  so  she  asked  Valerie 
if  she  wouldn't  2.   ^_  help  out. 


"It'll  3.   heavy,  but  I'm  A.  ^  

working  out  regularly  these  days  so  I'd  5.   be  able  to  do 

it.    You'd  6.   '  never  believe  how  good  I've  7.  

been  feeling  sinc^  I  exercise  daily,"  answered  Valerie.  ^ 

"Well,  that  wasn't  8.  '  so  hard  since  we  worked  together," 

Donna  said  when  they'd  9.   finished. 


276 
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BEGINNINGS  AND  ENDI)IGS 


The  first  few  letters  In  our  mystery  vordf  are  the  ssffle,  but  the  words  all  have 
different  ending^.    Use  the  clues  to  help  you  to  find  the  missing  letters. 

A.  Clues 


1.  Used  to  shine  or  polish 

2.  A  long  table  holding  a  variety  of  food 

3.  Ox-llke  animal  o^, Europe  or  Africa 

4.  A  clown 


1.  buff 

2.  buff 

3.  buff 

4.  buff 


Clues 


1,  Is  the  color  of  gold 

2,  Makes  qbjects  out  of  gold 

3,  A  freshwatv.r  *'lsh  which  has  a  reddish  color 

4,  A  metal  with  an  outer  layer  of  gold 

*  '4 

1.  gold 

2.  gold  f,. 

3.  gold 

4.  gold  , 


2^7  " 


NMU-3 
(Cont.) 


Clues       '  , 

v»  ♦ 

I 

1.  Excessive,  to  a  great  degree 

2.  An  introduction  to  a  larger  musical  work 

3.  To  project  out  over  something 
Working  beyond  tha  regular  hours 

^ 

I 

1 .  over 
1.  over 
3:  over 

4.  over 


Clues 

1,    To  make  shorter 

2,.  Rapid  handwriting  in  symbols 

3,  Not  enough,  deficit 

4,  Field  position  in  baseball 


1,  shprt 

2.  short 

3^  short 

t 

4,  short 
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'  .  (Cont.) 


1 

Clues 


X.    Can  be  seen  throxigh 
2.^  Jo  change  or  reverse  the  order 
3«    Hinged  window  above  a  door  or  other  window 

A,    The  act  of  ttovlng  goods ^  materials »  or  people  from  one  placebo  another 

*  ■ 

1«  trans 

'  •  /■ 

<,  •> 

2.  trans  * 

I' 

3.  trans  .  -. 
A.  trand 


Clues 

1.  Not  guilty 

2.  Located  Inside 

3..  One  of  nine  divisions  In  a  basel)all  game 
A#    To  create  or  make  something  new 

r.  Inn 

r 

\ 

2 .  Inn 

3.  inn 
A.    Inn  , 


TIME 

Vfhat  will  you  most  likely  be  doing  at: 


8;00  a.m.  8:00  p.m. 


29i 
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CLASSIflCATION  OF  ANIMALS 


The  animals  listed  below  fit  Into  special  groups  of  animal  classifications. 
.Separate  the  animals  In  the  list  Into  their  special    groupings  which  are 
identified  on  the  chart. 


angelflsh 
newt 

salamander 
cat 

chlcketi 
alligator 
sea  horse 
frog 


whale 
*swan 
penguin 
king  snake 
eel 
horse 
raccoon 
owprdf Ish 


shark 
^  mud  puppy 
horned  lizard 
mouse 
toad 

boa  constrictor 

ostrich 

tortoise 


Fishes 


Anphlblans 


Reptiles 


Birds 


Mammals 


CLASSIFICATlOr  OF 


pmc'es 


Place  the  following  names  into  their  correct  classifications. 


Italy 

Ireland 

India 

Chicago 

Antarctica 

Paris 

New  York 

Portugal 

West  Germany 

United  States 

North  America 

England 

Rome 

Moscow 

Tel  $LV±v 

Europe 

Iran 

Finland 

Asia 

Londolx 

South  America 

Tokyo            . ^ 

Australia 

Turkey 

China 

France 

Athens' 

Africa 

Israel 

Oslo 

Continents 


Countries 
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CLASSI.FICATION  QF  CAREERS 


Into  what  categories  do  the  following  careers  fall?.  Classify  the  careers 
according  'to  .he  following  ^pr  Iter  la: 

* 

Works  outdoors  most  of  the  time         ^  ^ '  ^ 

Wbrks  Indoors  most  of  the  time 

Works  mostly  with  the  hands  » "  , 

Works  with  numbera  •  •  ,  ^ 

You  may  find  that  some,  careers  may  fal^^  into  more  than  one  classification. 

I 

Brxcklayer  '      flight  attendant  ,  Politician 

Teacher  Veterinarian  Police  officer  ^ 

Metal  worker  ,   *  Telephone  operator  -   Building  contractor 

Writer  Gardener  '      Research  enginee^ 

Forest  ranger   .  Business  manager"  Attorney 

Scie'^tist   .  Baseball  player  Fisherman 

Architect  Clothing  designer  Assembly  line  operator 
Actor  or  actress 


ERIC 


Works  Outdoors 

Works  Indoors 

•  o 

s 

f 

Works  with  Hands 

Works  with  Numbers 

ODD  ONE  OUT— ANIMALS 


9  k 


In  each  set* of  four  words  you  will  find  one  that  doesn't  belong.    Cr^ss  it  out^ 


Sample:  horse 
cow 


... 

dog 


 r^T" 

1.  angelfish 

sea  horse 


3.    parrot  , 
ostrich 


swordf Ish 
frog 


pehguln 
puffer 


tadpole 
shark 


puffer 
eel 


huimnlngblrd 
chicken 


duck 


,  mole 


9.  sloth 


tiger 


11.  emu 
rhea 


toucan 
walrus 

swan 
otter 


2 •    alligator  tortoise 
horned  lizard       sea  horse 


4,  kangaroo 
platypus 


tortoise 
seal 


6 •  '  mud  puppy 
^  salamander 


newt 
eel 


^,  elephant 
^  whale  . 


seal 
shark 


10.  iguana 

glla  monster 


tortoise 
salamander 


12.  giraffe 
lion 


tiger  <• 
terrapin 


2  "5 
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—  .  ODD  ONE  OUT—CITIES 


The  following  stts  of  words  contain  three" words  that  belong  and  one  that 
does  not.    Find  the  word  that  doesn't  belong  and  cross  J.t  out*    In  the  blank 
write  a  wdrd  that  will  fit  .with  the  rest  of  the  group. 


1.  .^San  Diego  Paris 

2.    Moscow     '           Mexico  City 

3.    Vienna       '          Cape  Town 

ITicuipiixo  Cj^U&ft 

a 

 c  

4.    Cairo  Ethiopia 

 z  — 

5,    Houston  Munich 

bcatuie  LnAQ 

(5,    Montreal  Quebec 

*  t 

Rna^nn  Ytilcnn 

?•    San  Francisco  Philadelphia 
Miami            District  of  Columbia 

8.    Detroit                Santa  Fe 
St.  Louis             New  Jersey 

9.    Denver  Bolivia 
Vancouver  Pdrls 

10.    Rome           "         Bombay  ^ 
Madrid  Iran 

« 

PAIRED  RELATIONSHIPS 


The  first  pair  of  words  is  matched  to  shpw  a  relationship.  Match  a  word  from 
the  list  that  best  completes  the  second  pair  and  circle  It. 


,  Cow  ^is  to  calf  as  dog  is  to 
a*,    kitten        1?.  ^poodle       /c.    puppy)      d,  animal 


1.    Needle  Is  to  sew  as  loom  Is  to 

a.    yarn     /  b.    spin        c,  ^ weave 


d,  ru^ 


2.    Window  is^  to  glass  as  cake  is  to 

'v  • 

a.    flour        ,b,    oven"        c,  icing 


pan 


3*    Eye  is  to  sight  a^  mouth  is  to    '   ^  ^ 
a,    speak        b.    taste        c.  teeth 


d.  lip 


ki    Brick  is  to  clay  as  steel  is  to 
oS*    copper         b.  furnace 


c*  iron 


d*  car. 


'  5,    Bird  is  to  fly  as  fish  is  to 

a.    water        b.    scales         c.  gills 


6.    Black  i^  to  whiter  as  night  is  to 
a.    noon       •'b.    sun        c.  day 


d .  swim 


d.  stare 


7,    The  elephant  is  to  a  mouse  as  a  hummingbird  is  to  • 
a.    duck        b.    ostrich         c.^   whale        d.    eagle  : 


8.    Green  is  to  grass  as  blue  is  to 

a.    rainbow        b.    flower         c.  sky 


d.,  eyes 
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Cold  Is  to  Ice  as  fire  .Is  4:o 

« 

a.    burn        b.    red        c«    hot  .     d.  smoke 
Creek  Is  ta  river  as  lake  Is  to 

a.    ocean  stream        c.    water        d.'  river 


e  * 


.  J 


0 
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HISTORY  SEARCH 


Which happened  first?    The  following  are  important  events  in  history  but  they 
are  not  liste^j^n  the  order  that  they  happened.    You  are  to  number  the  events 
tMt 


in  the  order  tifit  they  happened* 


A. 


Man  landed  on  the  moou 


B. 


Civil  War  was  fought. 


C. 


D. 


Columbus  sailed  to  America » 


Gold  was  discovered  in  California.' 


Pilgrims  landed  at  Plymouth  Rock, 


F. 


American  Re^  olution  ended. 


G. 


Declaration  of  Independence  was  signed. 


H. 


Marcc  Polo  returns  home  with  riches  frou  China, 


I. 


The-A^ikings  touch  the  shores  of  North  America. 


20-, 
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WHICH  HAPPENED  FIRST? 


Read  The  Value  Tale  of  Elizabeth  Fry  by  Spencer  John'iou,  M*D*,  and  then  number 
the  events  listed  below  In  proper  order  as  they  hv.pened  in  the  story. 


A.  '   Schools  were  started  in  other  prisons ♦ 

''  '  c 

c 

B»    Elizabeth  visits  the  women's  prison  for  the  first  time* 

C»  Elizabeth  lived  in  a  lovely  home  in  England* 

D»    Elizabeth  Fry  worked  with  kings  and  queens  of  Europe  to 

improve  prison  conditions. 

£♦  ^   Elizabeth  sees  the  women  lighting  in  prison* 

•      ..  ^ 

F.   Elizabeth  spoke  at  the  London,  Eiigland,  House  of  Commons 

about  improving  prisons. 

G.    Elizabeth  taught  the  women  in  the  prisons  to  read  and  write. 


on 
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TEACHER  INFORMATION 


One  method  uBed  to  strengthen  NMS  Is  through  sequencing. 
Sequencing  through  speaking  Is  an  effective  technique  In 
teaching  students  how  to  organize  their  thoughts  and,  at 
the  same  time,  build  confidence  In  a  speaking  situa- 
tion.   Book  activities  and  sharing  of  news  events  are 
common  speaking  situations  that  can  be  used  to  help 
sequence  Ide^as. 

One  effective  technique  Is  to  begin  with  pantomlne, 
giving  stnall  groups  of  students  situations  to  att  out. 
This  activity*  can  lead  to  dialog  situations  where  the 
students  actually  have  to  plan  what  they  will  say  as 
well  as  acting  out  the  situation. 

Student  demonstration  of  a  skill,  craft,  or  hobby  Is 
another  speaking  situation  that  Is  effective  In  the 
cla<ssroom-v 

Two  pages  which  are  useful  In  helping  studefite  prepare 
for,  a  speaking  situation  are  Included  In  this  section. 
The  outline  can  be  used  as  an  example  I'or  the  student 
to  follow.    The  outline  can  be  modified  to  fit  the  age 
and  needs,  of  the  students. 


3'!.i 
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QUOTATION  MIX-UP 


Rewrite  the  following  mlxed-up  quotations  Into  sentences  that  make  sense. 
Use  capital  letters  where  they  belong. 


1.    eye  for  an  tooth  a  tooth  a  for  an  eye 


2.    return  I  shall 


3.    pie  In  finger  every  a 


4.    day  dog  has  his  every 


5.    are  we  amused  not 


6.    bread  man  doth  alone  by  live  not 


7.    child  spare  and  the  rod  spoil  the 


8.    Satan  behind  me  get  thee 
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INTERKATIONAL  ^IGNAL  CODE 

The  order  of  the  sentences  in  the  following  paragraph  has  been  mixed  up. 
Rewrite  the  paragraph  placing  the  sentences  in  the  proper  orc^r. 

The  sailors  look  in  the  code  book  to  understand  the  flag  or  flags.  The 
International  Signal  Code  is  used  by  sailors  from  all  different  countries.  Each 
flag  stands  tor  a  message  or  part  of  a  message.    The  sailors  speak  many  dif- 
ferent languages  but  they  can  all  understand  the  flag  messages.    Each  ship  has 
a  code  book  in  the  language  of  its  country. 


3";{ 
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POINTS  FOR  EFFECTIVE  SPEAKING 


Enunciation 

1.  Speak  words  clearly. 

2.  Use  full  correct  mouth,  tongue,  teeth,  lip,  and  Jaw  movement. 

3.  Pronounce  the  whole  word.    Don't  drop  endings. 

4.  Dop't  substitute  sounds. 

/■ 

Posture  ^ 

1.  StjEind  tall  and  straight. 

2.  Stay  relaxed  and  comfortable. 

3.  Keep  your  hands  at  your  sides  when  not  In  use. 

4.  Don't  shift  or  sway.  r 

Eye  Contact 

1.  Look  at  Individuals  In  all  parts  of  your  audience. 

2.  Speak  to  the  friendly  eyes  In  the  audience. 

3.  Don't  over-use  your  notes. 

Voice  Projection 

1.  Speak  to  the  far  corners  of  your  audience^ 

2.  •  Speak  slowly  and  with  force. 

;  t 

Vocal  Variety 

1 7   Have Changes  In  pitch,  high  and  low  tones. 

2.  Work  for  changes  In  force ,  loud  and  soft. 

3.  Have  variety  In  ratCt  slow  and  fast. 


Two  "Faces"  of  Criticism 

When  You  Are  the  Critic 

1.  Be  fair,  honest,  and  tactful. 

2.  Have  a  friendly,  helpful  feeling. 

3.  Say  something  good  along  with  something  to  work  on. 
A.  Be  objective,  not  personal  and  negative. 

5.  Give  definite  suggestions  about  how  to  Improve,  not  vague  general  .comments 
that  are  meaningless. 

6.  Judge  o theirs  as  you  would  be  Judged. 

When  You  Are  Being  Criticised 

1.  Listen  attentively  to  whatever  criticism  Is  offered. 

2.  Accept  all  Comments  graciously. 

3.  Ask  about  points  you  don' t« understand. 

A.    Keep  a  record  of  the  main  points,  both  strengths  and  weaknesses. 

5.  Correct  at  least  one  weakness  the  next  time  you  speak. 

6.  Build  your  strengths:    work  on  weak  points. 
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IIMS-3 
CCont,} 


PURPOSE: 


TITLE: 


I.  Introduction 

II.  Body 
A. 

.  >  B. 

1.  " 
2. 

C. 

i; 

2. 

'  E. 


III.  Concluaion 


'  1 
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TAKE  THINGS  APART  (LIST  ATTRIBUTES) 

Detective  B.  A.  Hunter  vae  the  best  detective  on  the  whole  Potsdam  police 
force.  Rare  was  the.  day  he  didn't  brlnj  In  at  least  one  dangerous  criminal. 
Sometimes  this  courageous  crlme-flghter  caught  whole  gangs  single-handedly. 

But  Hunter  had  one  fault:    He  was  forgetful. 

One  day  he  forgot  his  handcuffs.  '  ' 

Another  day  he  forgot  his  gun. 

And  so  on.  .  .  •  ^ 

It* 8  lucky  he  could  think  up  Ideas  quickly  and  substitute  everyday  Items  for 
things  he  forgot. 

One  day  the  chief  called  Detective  Hunder. 

''There's  been  a  crime  at  91  Circle  Drive,"  he  said.  ''Report  there  at  once  to 
Investigate!"  ' 

But  when  Detective  Hunter  arrived,  he  found  that,  as  usual,  he  had  forgotten 
something:    his  fingerprint  powder. 

Looking  around.  Detective  Hunter  saw  a  Cigarette,  a  book  of  matches,  and  some 
.45  caliber  bullets.  . 

"Thank  heavenl"  he  exclaimed.    "I  see  at  least  two  things  I  can  subetltute 
fpr  my  missing  fingerprint  powder."  ^ 

What  could  Detective  Hunter  use  as  a  powder? 


1. 
2. 


The  answer  Is  easy — If  you ""take  things  apart"  or  combine  them. 

Detective  Hunter  opened  the  bullets  and  used  the  gun  powder  Inside.  He 
could  have  lit  the  cigarette  and  used  the  ash  as  powder,  tpo. 
Anything  can  be  used  In  more  than  one  way. 

How  many,  uses  for  a  piece  of  paper  can  you  list?  Don't  forget  the  lepson  of 
Detective  Hunter* 

1.   11.  :  :  

—  ■  ■  r, 

2.  '    12^^.  '   


3.   '  13. 

A.    1^. 

5.                                                        ■  15. 

6.   ._  1  16. 

7.  -       '  17. 


8. 
9. 
10. 


18. 
19. 
20.. 
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USE  IT  ANOTHER  WAY 

What  are  the  other  ways  you  could  uae  the  following  objects?  It  doesn't  matter 
how  unusual  your  idea  is  if  it  works. 

c 

A, Pencil  A  Paper  Clip 


A  Broken  Crayon  An  Old  Tire 


An  Empty  Egg  Carton  A  Butter  Churn' 


T 
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COMBINE  IDEAS 


If  I  havft  on   dollar  and  you  have  one  dolli^r  and  we  trade,  we  each  a  till  have 
one  dollar. 

o 

o 

If  I  have  one  good  Idea  and  you  have  one  good  Idea  and  we  trade,  we  each  have 
two  good  Ideas* 

■> 

Combining  Ideas  creates  more  possibilities.  On  the  checkerboard  drawing  below, 
the  X  means  combining  peach  Ice  cream  with  butterscotch  topping. 


TOPPINGS 

 '  :  J — 

ICE  CREAMS                              ^  ' 
Vanilla         Chocolate           Peach  Strawberry 

Hot  fudge 

Cherry  —  — 
Butterscotch — 

s 

<  

Chocolate 

» 

Pick  a  cqmblnatlon  you  like  and  list  all  t^e  thing  you  could  add  to  make  it 
even  better  (nuts,  whipped  cream,  etc.).    Adding  new  things  to  your  original 
idea  is  called  elaboration*    How  many  combinations  can  you  come  up  with? 


297 


PROVERBS 


The  game  of  Proverbs  will  give  students  a  chance  to  natch  a  situation  with  a 
proverb  that  it  best*  illustrates. 


Directions 

» 

Duplicate  copies  of  the  situations  described  oji  the  following  pages. 

Duplicate  copies  of  the  proverb  sheet  on  the  following  pages,. 

Divide  the  class  evenly  Into  five  to  fifteen  groups  depending  on  the  size  of 
the  cilass.  ^ 

» 

Place  one  to  three  situations  at  each  station  along  with  the  sheet  of  proverbs. 
Provide  each  »tudent  with  an  answer  sheet  numbered  1  ifo  15. 

The  students  may  work  together  at  the  fables  to  match  the  situations  to  the 
correct  proverbs. 

The  students  write  the  matching  numbers^  on  their  answer  sheet.  (Example: 
Situation  1  matches  Proverb  10.) 

When  time  is  called,  each,  group  moves  to  the  next  station,  eventually  rotating 
to  all  stations  and  matching  all  15  situations  with  a„  proverb. 

> 

When  all  teams  have  completed  the  rotation  the  answers  can  be  read  and  teams, 

scored.  '         '  r  ' 

J-  • 

"Ten  points  should  be  given  for  each  correct  answer. 
The  team  with  the  highest  score  wins . 


3 '."J 
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Situations 

1.  Johnny  was  or*  his  way  home  frqp  school.    He  remembered  what  the  teacher 
said  during  a  safety  lesson  that  day.    Look  both  ways  before  you  cross  the 
street.    Watch  the  signal  light  to  see  If  It  Is  your  turn  to  walk  across 
the  crosswalk.    When  he  came  to  the  intersection,  the  light  signalled  that 
It  waiB  time  to  cross.    He  looked  both  ways  before  .stepping  off  tHe  curb  to 
<^cross.  V 

2.  Linda  did  not  get  out  of  bed  when  her  mother  called  her  to  tell  her  It  was 
time  to  get  ready  for  school.    By  not  getting  up  on  time,  she  had  to  hurry 
and  dress.    She  gulped  down  her  breakfast  and  dashed  off  t^  school.  Upon 
arriving  at  school  she  found  she  had  forgotten  her  lunch,  her  math  book,  and 
her  homework  which  was  due  thiat  day.    She  tried  calling  home,  but  no  one  was 
there. 


3. '  Jimmy  was  having  fun  at  home  putting  his  model  airplane  together.    He  had 
bought  some  glue  Just  for  this  Job.    He  was  gluing  the  pieces  together  but 
he  did  not  pay  any  attention  to  how  much  glue  he  was  using.    He  wanted  to 

make  sure  everything  stuck  together  well.    When  he  had  Just  a  few  more  

pieces  to  put  together  he  found  he  had  run  out  of  glue. 


4.    Students  wrote  their  own  play  and  planned  to  present  It  to  another  class. 
The  scenery  had  taken  a  long  time  to  make.    Mary^nd  Bob  were  to  walk  on  - 
stage.    Mary  was  to  pretend  she  was  cooking  on  a  &tove.  Bob  to  sit  at  the 
table  talking  to  her.    As  they  both  entered  on  stage  Mary  clipped,  knocking 
Intc  Bob.    Bob  fell  Into  the  table,  knocking  It  and  most  of  the  other  furnl 
ture  over.    The  table  also  tore  some  of  the  scenery.    After  the  play,  back 
In  the  classroom,  Mary  began  to  cry  because  Bob  had  gotten  very  angry  over  1 
clumsiness.  ^  -  . 


5.  Mrs.  Brown  had  read  an  ad  In  the  paper  about  a  sale  on  dresses.  She 
arrived  at  the  store  before  It  opened.    She  waited  until  they  opened  the 
store  doors  and  went  In  and  purchased  many  good  bargains. 

6.  Kim*s  mother  looked  on  the  calendar  and  realized  Kim  was  due  to  have  h^r 
yearly  check-^up  with  the  dentist.    She  made  an  appointment  for  the  next 
Wednesday  after  school.    The  dentist  checked  and  x-rayed  Kim's  teeth  and 
found  everything  was  fine.    She  had  no  cavities. 


/ 


(Cont .) 


A  movie  star  made  a  great  deal  of  money.    It  was  a  new  thing  for  him  to  make 
80  much  money.    Instead  of  putting  it  in  a  savings  account  he  spent  most  of 
it  on  an  expensive  home,  a  yaQht,  expensive  dinners,  and  such.    Later,  he 
was  not  as  popular  as  before.,  and  he  found  he  was  not  asked  to  make  any  more 
pictures  or  appear  on  TV.    Becaxise  he  had  spent  all  hlB  money  he  could  not 
afford  to  keep  his  lovely  home  or  yacht.    He  had  to^  find  another  kind  of 
job.  •      .  . 

David  wanted  to  go  to  the  football  game  the^next  Saturday.    Tickets  went  on 
sale,  but  a  limited  number  of  tickets  was  being  sold  as  the  stadiura^ would 
hold  only  so  many  people.    David  decided  to  wait  until  Wednesday  after 
school  to  get  his  ticket  as  he  would  be  going  to  Markka  house  after  school 
and  he  could  stop  in  at  the  ticket  agency  on>,the  way.    The  agency  was  out  of 
his  way  when  walking  home  on  the  other  days.    When  Wednesday  afternoon 
arrived  he  found  the  game  was  sold  out. 


Cynthia  had  had  a  bad  day.  It  rained  that  rooming.  She  slipped  and  fell  ih 
the  mud  on  the  way  to  school.  At  school  she  dropped  her  notebook  and  all  V 
the  papers  fell  out.  ^She  had  been  hit  by  a  ball  at  recess,  and  at  lunch  she 
^found  her  mother  had  put  a  fresh  egg  in  her  lunch  inistead  of  a  hard-boiled 
one.  The  one  bright  spot  ot  the  day,  however,  was  when  she  arrived  at  math 
class— she  found  she  had  made  the  highest  grade  on  the  test  she  took  the 
day  bfefore.  ^    ^  - 


Jeff  loved  playing  baseball.    He  longed  to  be  the  pitcher  on  the  class  team. 
He  kneu.|;ie  could  be  a  good  one,  but  he  nevfer  had  the  courage  to  ask  the  boys 
to  give^him  a  chance.    Jeff  never  <did.  get  to  be  pitcher  at  any  .tlme'during 
tne  season. 


Christine  decided  to  buy  her  lunch  at  school  today.    She  was  in  line.  The 
cafeteria  was  giving  ice  cream  bars  for  dessert.    While  waiting  In  line  some 
gitis  crowded  in  front  of 'her  which  put  her  farther  back  in  the  line.  Upon,, 
receiving  their  Ice  c^'^am  bars,  the  rude  girls  were  dlsappointqi6  with  what 
the  cafeteria  gave  them.    When  Christine's  turn  came, ^ she  found  the  cafe- 
teria had  run  out  of  the  kind  she  and  the  other  girls  didn't  like  and  had 
started  giving  out  the  good  kind  she  If^ed. 


The  Smith  twins  got  together  and  decided  to  set  up. a  lemonade  stand.  They 
made  the  lemonade,  expecting  to  make  a  good  deal  of  money  and  made  plans 
to  spend  the  money  they  earned tOn  a  tether  ball  game.    They^even  Went  down- 
town and  told  the  clerk  they  were  coming  back  the  next  day  to  buy  it.  The 
lemonade  stand  did  not  make  enough  money  that  day  or  even  all  week  to ^pay 
for  the  tether  ball. 
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13.    Siie  and  Jane  were  to  be  color  gfuarda  for  the  acou^  troop  at  a  FTA  oeetlng. 
'      They  botjh  talked  about  all  the  thlnj^s  that ^ould  happen  during  the  ceremony, 
such  as  dropping  the  flag,:  tripiling  and:fall;Lng  down,  or  even  forgettinjr 
what  they  wer^  supposed  to  do.    They  worried  about  it  the  night  before 
'  /     meeting  and  all  the,  next,  day  •    When  the  PTA'nieeting  taok  place,,  t\ie  girl'  ' 
/       in  the  color  guard  were  called  in  ^nd  everything  wei^t  very  ^icely,^  None 
of  the  things  happened  the  girls  thought  might'  take  place. 


Tbe.xlass  was  making  a  tile  mosaic  of  , a  California  mission.    The  students 
had  [the  tiles  on  a  ratKex  wobbly  table.    Soi:^  of  the  boys  leaned  on  the 
table  and  It  collapsed.    They  landed  on  the  ciles  breaking  some,  of  them. 
Their  teacher  came  over  and  said  all  was^  nat  lost  as  they  could  be  fitted 
and  glued  togetheV  and* would  still  fit  Into  the  .mosaic.  . 


15.1  Roger  became  very  curious  about  all  the  wrapped  packages  on  the  shelves  in  * 
his  parents*  closet.    It  was  only  a  f...  days  before  his  birthday  and  he' 
knew  they  were  all  for  him.    He  couldn't  stand  it  any  longer.    He  ^ot  a 
1  folding  chair  from  the  living 'room  closet  and  put  it  up  ^n  his  parents* 
^  closet.    He  climbed  up  on  it,  but  as  soon  as  he  did.  it  collapsed*    He  fell, 
1  bruising  his  knee  and,  breaking  his  left  wrist.  ^ 


J. 


/ 
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(Cont.) 


4 

'       NOtHING  VENTURED,  NOTHING  GAINED  ' 

o 

.2.           '  1 

EVERY  CLOUD  HAS  A  SILVER  LINING  '  , 

3.        •  -  ^ 

'    DON*T  COUNT  YOUR  CHICKENS  BEFORE 
THEY'ftE  HATCHED         "    '  1 

it                                                                                      '  . 

r 

4. 

CURIOSITY  KILLED  THE  CAT 

'  'all's  well  that  ends  well 

•      '               *  •r 

A  FOOL  AND  HIS  MONEY  ARE  SOON 
PARTED 

7. 

HE  WHO  HESITATES  IS  LOST 

8. 

DON'T  CROSS  YOUR  BRIDGES  UNTIL 

YOU  COME  TO  iTHEM  . 

t 

t, — ^  

9.  "  ^  ' 

•    ^ON'T  CRY  OVER  SPILLED  MILK 

LOOK  BEFORE  YOU  LEAP 

V 

11. 

HASTE  MAKES  VASTE .  ' 

12. 

THE  EARLY  BIRD  CATCHES  THE  WORM 

13,  . 

A  STITCH  IN  TIMES  SAVE  NINE 

14. 

EVERYTHING  COMES  TO  HIM  WHO  WAITS 
 ■  ^ 

15.  • 
WASTE  NOT,  WANT  NOT 
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WM  PROVERBS  , 

Directions 

Tty  to  natch  the  situation'  to  the  right  proverb. 

p 

Proverbs 

1.  A  rolltlng  stone,  gat;her8  no  noes.   

2.  Look  before  you  leap.. 

3.  Haste  makes  waste.  .  . 

4.  The  early  bird  catches  th^  worm.  ^ 

5.  Nothing  ventured,  nothing  gained.   .  , 

6.  Where  there's  a  will,  there's  a  way.  .  .  ^  

7.  A  stitch  In  time  saves  nine.   

8.  Curiosity  killed  the  cat.   

9.  Don't  count  your  chickens  before  they're  hatched.  ^   

10.    All/that  glitters  Is  not  gold.  ^   

Situations 

A..    Tim    got  to  the  ticket^  office  early  In  the  morning  and  got  a  good  scat  for 

the  game.  Bill  went  to  the  ticket  office  late  that  same  afternoon  but  all  the 
seats  had  been  sold. 

2.  A  new  family  moving  from  another  city  found  a  lovely  new  house  atop  a  hill. 
They  called  It  their  "dream  home."    After  they  had  been  there  for  a  short 
time  they  found  many  things  wrong  with  It  and  decided  It  was  too  expensive 
to  live  there > 

9 

3.  "Although  Joyce  didn't  feel  like  It  she  decided  she  had  better  put  the  trash 

out  for  pickup  before  It  started  to  rain.  It  soon  began  to  pour  and  the 
place  where  the  barrels  foi  trash  were  usually  kept  became  a  sea  of  mud. 

A.    John  was  always  active  outside  school.    He  liked  to  learn  new  things  and 

find  new  ways  of  do'lng  things.    Jim  liked  to  rush  homa  and  watch  his  favorite 
TV  shows. 
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NMT-5 
(Cont . ) 


Alan  submitted  a  guess  on  the  number  of  Jelly  beans  in  the  Jar  at  the  candy 
store.    He  was  so  positive  he  would  win  that  he  went  to  the  sports  store  and 
ordered  a  new  baseball-  he  had  been  wanting.    He  did  iiot  win  the  contest. 

On  the  way  to  arid  ftom  school  Laura  was  always  careful  to  look  both  ways  < 
before  crossing  the  street. 

The  candy  store  put  on  a.  contest  for  the  school  children.    The  one  who  could 
come  the  closest  to  guessing  the  number  of  Jelly  beans  in  the  Jar  would  win 
$5.00.    Mary  tried,  but  Alice  wouldn't  as  she  said  she  never  wins  anything 
anyhow. 

Tim  was  always  asking  questions.    He  wanted  to  find  out' about  everything  and 
everybody.    Today  he  had  to  discover  what  it  was  his  brother  was  doing  in  > 
the  garage.    He  stole  in  there  while  no  one  was  around  to  have  a  look, 

Betty  did  not  ^et  up  when  her  alarm  went  off  so  she  had  to  hurry  to  get 
ready  for  school.    She  ran  all  the  way  so  that  she  wouldn't  be  late.  When 
she  arrived,  she  found  she  had  forgotten  all  the  homework  she  was  supposed 
to  turn  in  that  hay. 

Steve  had  a  tough  math  problem  tq  do.    He  could  have  waited  for  the  teacher 

to  help  him  the  next  day.    After  trying  many  ways  he  finally  found  the  solution 

on  his  own.  .  * 


<7 


t  r 
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FOLLOWING  DIRECTIONS 


The  following  dlractlont  v«re  given  for  cutting  out  and  conttructlng  a  paper 
model.    They  do  not  nake  aente  In  the  order  they,  are  now  written.    Number  the 
dlrectlona  In  the  order  you  think  they  ahould  be  followed. 


«■ 

A. 


On  the  six  small  triangles  on  the  sides  of  the  figure,  bring 
the  cut  line  over  to  the  scored  line. 


B. 


Cut  along  solid  lines. 


C. 


Paste  or  glue. 


Reproduce  the  pattern  on  construction  paper 


E. 


Fold  along  dotted  lines < 


3. 1.; 
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NMT-7  ^ 

I 

MEAN  WHAT  YOU  SAY 

Do  we  really  mean  what  we  say?    What  do  you  think  the  following  expressions 
really  mean. 

1.    It's  raining  cats  and  dogs. 


2.    Madder  than  a  wet  hen. 


3.  I'd  give  my  eye tooth  for  that. 

4.  Don't  count  your  chickens  before  they  Ijatch. 


5.*  Slower  than  molasses  in  January. 


6.    I  could  eat  a  horse. 


7.    Faster  than  greased  lightning. 


8.    That's  not  ray  bag. 
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WHAT  WOULD  YOU  DO? 


What  would  you  do  If  •  •  • 

1.    You  broktt  a  window  at  school? 


2.    Forgot  your  lunch? 


\    You  were  lost? 


4.    The  electricity  went  off? 


♦I 

5.    You  lost  a  library  book? 


6.    You  found  money  In  the  daasroom? 


7.    Your  friend  copied  your  answers  on  a  test? 
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WHAT  DO  YOU  THINK? 


NMI-2 


What  would  you  think  If  one  morning  you 
saw  a  sabra  grazing  In  front  of  your 
house?    Wrl^ta  a  story  about  It. 


6 
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*  ■  c 

^;       WHAT  ARE.  YOU? 

t 

Do  you  like  to  pret«nd  ■om«tin«s?   

tf  you  would  like  to  pr«t«ud  now,  l«t'i  aAk«-b«ll«vt  thft  you  art  green,  green 
all  over. 

What,  are  you?  '  

What  do  you  look  like?  J  ^  

•  c 

Can  you  move?   How?  

Can  you  make  noises?      '  -  ' 

What  do  you  .sound  like?   . '  ■  

Will  you  always  be  green?   Why?   v  ^^  • 

Can  you  help  people  or  animals?  ^  

How  can  you  do  this?   [  .  •   

Draw  a  picture  of  what  you  are« 

'  •  •  .  .      ■     .     '  •'■■s> 


32  1 
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(Cont,) 


Let*i  prstand  that  you  ar«  furry— v«ry  soft  and  furry. 
What  ara  you?   


What  do  you  look  lika?  _ 


Do  people  like  you?    Why? 


Can  you  move?   ^How? 


What  do  you' eat? 


How  do  you  sleep? 


Draw  your  picture. 


3.?i 
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USING  THE  IXntVi  FORK  TO  MOTIVATE  CREATIVE  WRITING  ^ 

0 

1 

At  timtSt  after  the  children  have  written  lettere  for  practical  purpoeee»  they  ' 
may  enjoy  uelng  a  letter  In  Imaginative  vaye  ae  a  creative  writing  effort.  Such 
lettere  cAn  be  ueed  for  reporte  In  various  eubjeet*Mtttr  artae.    Some  euggeetlone 

are  presented  below:  ^  ■ 

Letter  from  outer  apace, 

(You  are  the  first  person  to  land  on  the  moon.    Write  us  a  letter  telling  about 
your  trip  and  conditions  on  the  mbon,) 

Letter  fyom  another  period  In  our  history. 

(You've  been  transported  In  tlma  to  the  days  when  the  pioneers  moved  west,  or 
to  the  world  of  tomorrow.  Write  A.  letter  to  your  present-day  family  or  class- 
mates to  tell  of  your  experiences^) 

Letter  from  another  country. 

(Write  a  letter  telling  about  your  experiences  as  a  stranger  or  a  visitor  In 
another  state  or  country.) 


Letter  from  a  pet  to  master. 

(Wf^te  as  though  you  were  your  pet  telling  how  s/he  feels  about  the  way  s/he  . 
Is  treated,  the  things  that^  annoy  her/him,  and  so  on.) 

Letter  to  the  class  that  will  be  Ih  your  grade  next  yeart 

(At  the  end  of  the  year  write  to  the  boye  and  girls  In  the  grade  below  yours 
to  tell  them  about  the  achievements  and  special  activities  of  your  grade,) 

i  ■»  '\ 

Letter  to  your  favorite  fictional  chai^^t. a, 

(Write  a  letter  to  your  favorite  fictional  character  Inviting  him/her  to  spend 
some  time  with  you  and  telling  him/her  why  you  two  might  enjoy  doing  some 
things  together,) 

Letter  to,  an  American  hero, 

(Write  a  letter  to  an  American  hero/heroine  expressing  your  Ideas  on  why  the 
people  of  this  country  admire  and  respect  him/her.    You  may  want  to  tell  some 
of  the  things  you  can  do  to  show  your  appreciation  for  American  heroes,) 
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WHO  IS  th£  engineer? 


Can^you  discover  who  ran  the  ^raln?    This  Is  an  exercise  In  logical  thinking 
and  deduction.    Sort  out  the  facts  and  find  your  answer. 

*    /  , 

1,,    Smith,  Jones,  and  Robinson  are  the  engineer',  brakeman,  and  fireman  on  a 
train,  'but  not  necessarily  In  that  order.    Riding  the  train  art  three 
passengers  with  the  same  threis  surnames,  to'^be  identified  In  the  following 
premises  by  a  "Mr."  before  their  names. 


2.    Mr.  Robinson  lives  In  Los  Angeles, 


3.    The  brakeman  lives  Ih  Omaha. 


4.    Mr".  Jones  long  ago  forgot  all  the  algebra  he  learned  In  high  school. 


5.    The  passenger  whose  name  Is  the  same  as  the  brakeman 's  lives  In  Chicago. 


6.    The  brakeman  and  one  of  the  passengers,  a  distinguished  mathematical 
physicist,  attend  the  same  church.  , 


7.    Smith  beat  the  fireman  at  billiards 


WHO  IS  THE  ENGINEER? 
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'        »  NMI-6  - 

WHO  OWNS  THE  ZEBRA? . 

On  a  dirty  street,  stranger  accosts  stranger  with  a  mimeographed  sheet  of  paper 

and  the  question  "Have  you  seen  this?"    In  university  dormitories,  the  problem 
Is  tacked  to  doors.    In  subu!rban  households,  the  ring  of  the  telephbne  Is  likely 
to  herald  a  voice  that  asks,  "Is  It -the  Norwegian?" 

The  cause  of  the  excitement  is  the  brain- teaser  below.    The  facts  essential  to 
solving  the  problem — which  can  indeed  be  solved  by  combining  deductiotii  analysis ^ 

and  sheer  persistence — are  as  follows: 

1.  There  are  five  houses,  each  of  a  different  color  and  inhabited  by  men  of 
different  nationalities,  with  4iffetent  pets,  drinks,  and  cigarettes* 

2.  The  Englishman  lives  in  the  red  house. 

3.  The  Spaniard  owns  the  dog. 

4.  The  Ukrainian  drinks  tea.  ^  ' 

5.  Coffee  is  drunk  in  the  green  house.  « 

6.  The- green  house  Is  Immediately  to  the  right  (your  right)  of  the  Ivory  house. 

7.  The  Old  Gold  smoker  owns  snails. 

8.  Kools  are  smoked  in  the  yellow  house. 

9.  Milk  is  drunk  in  the  middle  house. 

10.  The  Norwegian  lives  in  the'  first  house  on  the  left. 

11.  The  man  who  smokes  Cheste/f  ields  lives  '^in  the  house  next  to  the  man  with 
the  fox. 

12.  Kools  are  smoked  In  the  house  next  to  the  house  where  the  horse  Is  kept. 
13:  The  Lucky  Strike  smoker  drinks  orange  Juice."  ) 

14.  The  Japanese  smokes  Parliaments.' 

15.  The  Norwegian  lives  next  to  the  blue  house. 
Nov,  who  drinks  water?    And  who  owns  the  zebra? 

BRAIN  TWISTER  ^ 

This  one  Is  being  used  by  some  personnel  directors  In  oral  aptitude  tests  for 
job  applicants;  you're  supposed  to  answer  In  one  and  one-half  minutes:' 

.  .  O 

If  a  man  and  one-half  can  eat  :a  pie  and  one-half  In  "a  minute  and  one-half,  how 
many  men  would  It  take  to  eat  60  pies  in  30  minutes? 


NMI-7 


IT  AIM*!  MSCB88ARILY  SO 

Th«  fUgMn  who  wavti  a  Unttrn  on  a  dark  night  at  tha  rallrftad  croaalng  la  not 
doing  hla  duty  unlaaa  that  lantarn  la  lit.    Tha  aama  holda  trua  of  throwing  a 
match  Into  a  karoaano-aoakad  plla  of  papfr;  nothing  will  happan  unlaaa  you  light 
tha  natch  flrat.    Hara  la  a  quit' to  taat  your  thinking.    Don't  jump  to  conclu-  " 
alona,  but  think  of  all  poaalbllltlaa .    Of  tha  atatamanta  balow,  aome  are  atwaya 
trua  and  aoma  ara  not.    Can  you  dlatlngulah  which  ara  true  and  which  are  not? 
Score  10  for  each  correct  anawer.    A  perfect  acore  lB.90y  average  la  60.  Take 
It  easy  before  checking  with  the  anawer  pege. 


1.  Anyone  who  clalma  *  to*  foretell  future  evente.wlth  poaftlve'  certainty  la 
a  fake.  YES  NO 

2.  If  you  put  your  bare  finger  Into  a  cup  filled  with  c  ffee.  you  finger  VUl 
get  wet.   .  YES      '  NO      .  . 

/  '  '  ' 

3.  If  your  flngerprlnta  are  the  aame  aa  those  found  on  a  glaae,  then  you  have 
touched  that  glaas.  YES  NO 

-  "  •  / 

4.  If  I  cen  aee  your  eyes 'in  the  mirror,  you  can  «lao  aee  mine  unless  you're 

blind.  ..  .    YES  NO 

5.  If  you  jump  off  the  roof  of  the  Empire  State  Building  in  Hew  York  City  and 
Vou  fall  all  the  way,  you'll  be  killed.  YE?  NO 

6.  If  you  mix  a  good  clear  blue  paint  with  a  good  clear  yellow  paint,  the 
result Rwlll  be  green.    '  YES  NO 

•  * 

7.  If  an  educated  United  States  dtlten,  living  In  the  United  State  for  mo^ 
\    than  21  years.  Is  not  allowed  to  vote,  he/she  has  been  guilty  of  jome  crime. 

YES  NO 

* 

8.  -  It  is  a  very  unseasonable  January  day  if  the  temperature  outside  is  90'  in 

the  shade.  YES        NO  "  ,  . 

•»  .  . 

9.  Anyone  born  on  February  29th  can  celebrate  his  true  birthday  every  four 
years.  ,        YES,        NO  , 

'  4 

\ 
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THE  DIRTY  DOZEN 


1.    A  woman  gave\tu>ney  to  a  beggar.    She  was  the  beggar's  sister,  but  the 
begga^  wasn't"  her  brother.    Why?  \  ■  '  \ 

2«    Two  sisters    .born  on  the  same  day  po  the  same  parents  and  who  looked  alike 
said  they  were  not  twin§.  Why? 

3.  How, many  animals  of  each  kind  did  Moses- take  on  the  ark  Mth  him? 


4.  If  a  plane  carrying  United  States  citizens  crashed  in  Mexico ,  where  would 
the  survivors  be  buried? 

5.  seventeen  students  took  attest.    All  but  nine  failed^    How  many  passed? 

*  f  .      •        •  "  • 

6.  An  archeologist  fpund  two  gold  , coins  dated  39  B«C.    He  knew  at  once  they 
were  fakes ^  How? 

7.  If  you  went  to  sleep  at  8:00  p.m.  and.sei:  your  alarp  for  9:00  the  next 
morning  t  how  many  hours  rfl,eep  would  you  get?  ^ 

r    ■  ■  '  "  -  ' 

8*    If  you  had  only  one  qfiatch  and  entered  a  dark  room  to  start  up  a  ketqsene 

lamp 9  an  oil  heater »  and  a  wood  stove,  what  would  you  light  first? 

. / 

9.    If  a  roof  runs  noifth  to  south,  and  a  tooster  on  .the  peak  faces  east, 
which  way  will  the  egg  roll? 

10.  How  many  outs  in,  an  inning  of  baseball? 

11.  A  man  builds  a" house  with  4  sides  to  it,  and  it, is  rectangular.    Each  side 
has  a  southern  exposure.    A  big  bear  wanders  by.    What  color  is  the  bear? 

12.  Two  men  played  checkers.    They  played  three  games  and  each  man  won  two. 
•How?  V     '  - 


^ 


NFR-2  RELATIONSHIPS 


1. 


A. 


2. 


3.    any  geometric  figure 


5.    any  letter  which 
Is  symetrical 


NFS'-l 


COMPLETE  A  PATTERN 


1. 


6. 


4. 


NSC-1 


FIND  THE  COST  OF  ONE 


1.  35C 

2.  126  pages 

3.  '  85c 
A.  $3.36 
5.  45C 

,6.  22-a/2 

7.  $108.00 

8.  4420  feet 

9.  63  feet 
10.  525  yards 


11.  ■  1^0  dozen 

12.  $22.08 

13.  $41.25 

14.  16.5 

15.  18  buttons 

16.  144  boxes 

17.  90  beets 

18.  $5.25 

19.  $47.25 

20.  $55.40 


ERIC 


COOES  AND  CIPHERS 


1. 


Beware  of  secret  codee. 


A. 


3. 


Can  you  find  the  message? 

Whlcl^  way  do  you  read  the  code? 
Waste  not,  want  not. 


NSR-2 


CODES,  CRYPTOGRAMS,  AND  CIPHERS 


1.  Eatiy,  Is  It  not? 

2.  If  you  really  know  how  to  see  In  new  ways,  your,  problem  Is 

3.  If  you  reverse  yourself,  you  have  it  made, 


Jack  be  quick. 
Jack.  Jump  over 
The  candle  stick. 

5.    Too  wise  you  a^e. 
Too  wise  you  be. 
I  see  you  are 
Too  wise  for  me. 


NSR-3        WHAT  DO  THESE  SYMBOLS  MEAN?  - 

1.  Mother  gave  each  of  us  a  piece  of  cake. 

2.  Father  has  a  new  blue  hat. 

3.  The  boy  and  girl  looked  for  their  lost  bird. 

4 .  The.  Ice  cream  man  comes  to  our  street  at  night . 


Jack  be  nimble. 
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CODED  MESSAGES 


A 
B 

C 
D 
E 
F 
G 
H 
I 


101 

81 

AO 

10 

4  . 

48 

28 

100 

96 


J 
K 
L 
M 
N 
0 
P 

Q 

R 


17 

8 

7 

21 

56 

35 

5 

3 

20 


S 
T 
U 
V 
W 
X 
Y 
Z 


72 
36 
0 
1 

15 

9 

6 

22 


Message:    YOU  ARE  REALLY  SPECIAL  IF  YOU  FIGURE  THIS  OUT. 


NSS-2 
A. 

1.  code 

2 .  comb 

3 .  come 

4 .  cone 


ALPHABETICAL  ORDER 


B. 


1 .  meal 

2.  mean 

3 .  medal 

4.  metal 


C. 

1.  abide 

2.  alter 

3 .  always 

4 .  anger 


D. 

1 .  beach 

2.  bird 

3.  bottle 

4.  brother 


E. 

1 .  naughty 

2.  nice 

3.  liolse 

4.  novel 


F. 

1 .  leap 

2.  leather 

3.  leaves 

4.  leaving 


G. 

1.  straight 

2.  strap 

3.  stream 

4.  street 


H. 

1.  weigh 

?..  weight 

3 .  weighted 

4.  weightless 
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33n 


KSS-S 


HIDDEN  8EMTENCE8 


1.  Sum  took  it. 

2.  I  lookttd  for  ^rtha. 

3.  We  attt  popcorn  during  the  show. 


NST-1 


WORD  WITHIN  A  WORD 


1.  e^o  t  l^^a  1 

2.  d(^(l  r  m) 

3.  c  {o  u  S^ii  0  ^.J^ 


NST-2 


MAKE  A  WORD 


1. 

dater 

trade,  tread,  rated 

12.  be«ln 

being,  binge  ^ 

2. 

dowry 

wordy,  rowdy 

13 .  made 

mead,  dame 

3. 

dale 

deal,  lade,  lead 

lA.  realist 

retails,  saltier 

A. 

large 

glare,  lager 

15 .  painters 

pantries,  repaints 

5. 

there 

three,  ether 

6. 

kids 

disk,  skid 

7. 

near  8 

eama,  snare 

brag,  garb 

8. 

grab 

9. 

tubs 

bust,  stub 

10. 

name 

amen,  mane,  mean 

11. 

plead 

pedal,  paled 
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NMU-1 


CONTRACTIONS 


1.  We've 

2.  wouldn't 

3.  we've 
A.  I'd 

5.  I'd 

6.  You'll 

7.  should 've 


8.  It's 

9.  We'll 

10.  I'd 

11.  isn't 

12 .  you ' re 

13.  It'll 


NMU-2 


MORE  CONTRACTIONS 


1.  could  not 

2.  would  not. 

3.  It  will 

4.  I  am 

5.  I  would 


6.  you  would 

7.  I  have 

8.  was  not 

9.  they  would 


NMU-3         BEGINNI^IGS  AND  ^INGS 


A.    1.  buffer 

2.  buffet 

3.  buffalo 
^  buffoon 

D.    1.  shorten 

2.  shorthand 

3.  .shortage 

4.  shortstop 


B.    1.  golden  C.    1.  overmuch 

2.  goldsmith  overture 

3.  goldfish     '  3.  overhang 

4.  gold-filled  4.  overtime 

E.    1.  transparent  F.    1.  innocent 

2.  transpose  2.  inner 

3.  transom  3.  inning 

4.  transportation  4.  innovate 


ERIC 


5 


9-) 
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NMC-1        CLASSIFICATION  OF  ANIMALS 


Flahai 


Amphlbltog  Raptllai 


Birds 


Manmals 


anj^elflsh 

seahorse 

eel 

svordflsh 
shark 


newt 

salamander 

frog 

mud  puppy 
toad 


king  snake 
alligator 
horned  llsard 
boa  constrictor, 
tortoise 


chicken 
swan 
penguin 
ostrich 


cat 

whale 

raccoon 

mouse 

horse 


NMC-2 


CLASSIFICATION  OF  PLACES 


Continents 


Countries 


Cities 


Europe 
Asia 
Africa 
Antarctica  s 
North  America 
South  America 


Italy 

United  States 

China 

Ireland 

Portugal 

Iran 

Australia 
France 
Israel  * 
India 

West  Germany 
England 
Finland 
Turkey 


Chicago 

New  York 

Tokyo 

London 

Moscow 

Paris  ^ 

Tel  Aviv 

Athens 

Oslo 

Rome 


NMC-3 


CLASSIFICATION  OF  CAREERS 


Wdrks  Outdoors 


Works  Indoors 


Bricklayer 
Metal  worker 
Forest  ranger 
Actor  or  actress 
Gardener 
Baseball  player 
Police  officer 
Building  contractor 
Fisherman 


Teacher 

Writer 

Scientist 

Architect 

Actor  or  actress 

Flight  attendant 

Veterinarian 


Clothing  designer 
Politician 
Research  engineer 
Attorney 

Assembly  line  operator 
Telephone  operator 
Business  manager 
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NMC-3        CLASaiFICATION  OF.  CAREERS  (Cont.) 


Ugas  Hands 

Brlcklayar 
Metal  worker 

0 

Gardener 
Baseball  player 
Fisherman 

Asi^embly  line  operator 


Works  vlth  Numbers 


Teacher 
oSclentlst  J 
Architect 
Telephone  operator 
Business  manager 
Building  contractor 
Research  engineer 


NMR-1 


ODD  ONE  OUT—ANIMALS 


1.  frog 

3.  puffer 

5.  tadpole 

7.  mole 

"  9.  toucan 

11.  otter 


2. '  sea  horse 

4.  tortoise 

6.  eel 

8 ,  shark 

10.  salamander 

12,  terrapin 


NMR-2 


ODD  ONE  OUT—CITIES 


1 • .  England 

I 

3.  Oregon 
5.  Chad 

7.  District  of  Columbia 
9.  Bolivia 


2 .  Uruguay 

4 .  Ethiopia 

6 .  Yukon 

8.  New  Jersey 

10.  Iran 


NMR-3 


PAIRED  RELATIONSHIPS 


1. 

c. 

weave 

2. 

a. 

flour 

3. 

b. 

taste 

4. 

c. 

Iron 

5. 

d. 

swim 

e. 

c. 

day 

7. 

b. 

ostrich 

8. 

sky 

9. 

c. 

hot 

10. 

a. 

ocean 

ERIC 


NMR-4 


HISTORY  SEARCH 


A.  9 

B.  7 

C.  *  3 


D.  8 
£.  A 
F.  6 


G.  5 

H.  ,  2 

I.  1 


.A 


NMR-5 


MIXCH  HAPPENED  FIRST? 


A. 
B. 
C. 
D. 


3 
2 
1 
7 


\ 


E.  3 

F.  6 

G.  % 


NMS-1   •     QUOTATION  WIX-UP 

1,  An  eye  for  an  "feye,  a  tooth  for  a  tooth* 

'2.  I  shall  return. 

3.  A  finger  in  every  pie.  ^ 

4.  Every  dog  has  his  day. 

5.  '  We  are  not  amused. 

6.  Man  doth  not  live  by  bread  alone. 

7.  Spare  the  lod  and  spoil  the  child. 

8.  Get  thee  behind  me',  Satan. 


NMS-2         INTERNATIONA  SIGNAL  CODE 

The  International  Signal  Code  Is  used  by  sailors  frbm  all  different  countries 
The  sailors  speak  many  different  languages  but  they  can  all  understand  the 
flag  messages.    Each  flag  stands  for  a  message  or  part  of  a  message.  Each 
ship  has  a  code  book  In  the  language  of  Its  ilintry.    The  sailors  look  In  the 
code  book  to  understand  the  flag  or  flags. 
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MMT-A  PROVERBS 

7, 


Situation 

Prov«rb 

1 

10 

•  2 

11 

3' 

15 

4 

9 

5 

12 

6 

13 

7 

6 

8 

7 

9 

2 

10 

1 

11 

12 

3 

13 

8 

14 

5 

15 

4 

NMT-5  MORE 

PROVERBS 

Proverb 

situation 

1 

4 

2 

6 

3 

9 

4 

1 

1 

6 

10 

7 

3 

8 

8 

9 

5 

10 

2 

NMT-6 


FOLLOWING  DIRECTIONS 


A. 
B. 

C. 
D. 
'E. 


4 
2 

5 
1 
3 


NMI-5 
Smith 


WHO  IS  THE  ENGINEER? 


To  Tally  Facts 


Engineer 

Brakeman 

Fireman 

L.A. 

Omaha 

Chicago 

1 

0 

0 

Mr. 

Smith 

■  0. 

1 

0  ' 

0 

1 

\ 

1 

0 

Mr. 
Jones 

0 

0 

:  1 

\  - 

0 

0 

1 

Mr. 

Robinson 

t 

1  . 

0 

0 

NMI-6         WHO' OWNS  THE  ZEBRA? 

Xtio  TJnr«galaP  r<rinkB  water.    The  Japanese  owns  the  zebra. 


HOUSES  Y6llow 

INHABITANTS  Norwegian 

PETS  Fox 

BEVERAGES  Water 

CIGARETTES  Kool 


Blue            ^  Red                Ivory  - 

Ukrainian'  Englishman  Spaniard 

Horse  "  ,  Snails       '  ""^Dog. 

Tea  Milk              0range  Juice 

Chesterfield  Old  Gold        Lucky  Strike 


Green 

Japanese 

Zebra 

Coffee 

Parliament 


BRAIN  TWISTER  * 

If  one  and  one-half  men  can  eat  one  and  one-half  pies  in  ^"^-J^^'^^f 
twice  as  many  men  can  eat  twice  as  many  pies  in  the  same  time.    If  three  men^can 
eat  th"e  pies  In  one  and  one-half  minutes,  then  one  man  J 
Z    ne-ha?f/minutes.    So  in  30  minutes  one  man  -n  eat  30  divided  by  one 
and  one-half,  or  2b  pies;  and  three  men  would  be  needed  to  eat  60  pies  in 

30  minutes.  QO'^<««£  ' 
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NMI,-?7    "  IT  AIN'T  NECE88AWLY  SO 

1.  NO    (Eclipse  of  sun  and  noon,  and  weatheirman) 

2.  NO    (Instant  coffee)  / 

3.  YES 

4.  YES 

,5.  NO  (Onl$  6  floors.  The  observation  platform  Is  6  levels  below  top.) 
6.  YES 

7^    YES  .  , 

8.  NO    (Not  In  Australia  or  South  America.) 

9.  NO    (1900  Is  not  a  leap  year.) 

NMI-8        THE  DIRTY  DOZEN 

1.    The  beggar  was  her  sister « 
%.    They  were  part  of  triplets « 

3.  Moses  did  not  build  the  Ark* 

4.  Survivors,  liquid  not  be  burled  «  / 
5e  Nliie 

6.  People  would  not  know  when  Christ  would  be  born. 

7.  \  One  hour 

8e    The  match  ^ 

9e    Rooster  would  not  lay  an  egg «  ^ 

10.  Six  '  ^  : 

11.  White—house  on  North  Pole  so  bear  Is  a  polar  bear 

12.  They  were  not  playing  each  other* 


! 
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CONVERGENT  PRCDUCTION  GAHES 


The9e  game  actlvltlei^  can  be  made  to  use  In  the  convergent  productlsm  lab  or 
as  a  group  activity  for  students  when  working  in  the  area  of  conve:cgent 
production.  /  y 

Games  may/also  bemused  to  supplement  reading  or  math  activities  thus  giving 
students  further  conveagerijb  experiences  in  these  areas. 


Twickeriham 

Eleven  discs  are  arranged  In  a  cltcle  as  shown. 
The  bottom  disc  Is^^vacant.    Object  Is  to  SReJl 
Twickenham  Iti  a  clockwise  direction  leaving  the 
bottom  space   vacant  again.    Darker  markers 
move  only  clockwise  and  light  markers v move 
counterclockwise.    A  disc  may  jump  one  of  the 
opposite  color  if  there  Is  the  vacant  space 
available  to  land  upon.    Can  you  do  this  In  . 
26  moves? 


®  0.  ■ 
®  ■  © 

®  © 

'.  ©n  ®- 


Fisherman 

'  This  is  a  spelling  game  for  two.    Qne  player  is  chosen  to  be  the  fisherman, 
mentally  selects  a.word  and  draws  one  dash  for  feach  letter  in  that  word.  The 
other  player  tries  to  guess  the  word  by  calling  letters  of  the  alphabet.  a 
letter  is  called,  it  is  crossed  out,  and  mny  not  be  guessed  again.  -If  the 
letter  called  is  in  the  Word the  fisherman  writes  it  on  the  proper  dashes  as 
many  times  as  it  occurs.    If  it  is  not  in  the  word,,  one  line  is  drawn  on  the ^ 
fisherman  as  shown.    The  obj-ect.  of  the  game  is  to  guess  the  word  before  the 
^_ii8h€irman  can  catch  the  fish. 


S/he 


Ninbar  of  FUy«ri:    2^  or  aore 


0  . 


Rules:    Two  or  nort  playtri  nay  play.    B^^al  all  )cards  evenly  among  the  player  a.' 
Each  player  puta  hla/her  carda  face  dfiWn  in. a  stack  in  front  of  him/her.  Each 
player  in  turn  takes  the  top  card  and  turna  it  face  up.'   If  It  la  a  syribnym.  of 
a  face-up  card  in  any  opponent* a  atack,  either  player  may  aay  "Snap I"    The  player 
saying  "Snfip"  firat  geta  all  the  carda  in  hia/her  opponent 'a  face-up  stack. 
He/she  puts  them  at,  the  bottom\of  hia/her  face-down'  a tack,  and  the  game  contlnuea. 

•a  .    ■     •  '        ■  •     "  ' 

The  object  ia  to  take  all  this  carda  from  the  opponenta.    If  the  playing  tlmf 
enda  before  any  player  takea  all  the  cards,  the  player*  holding  the  most  carda ^  , 
(counting  both  the  face-up  and  face-down  atacks)  is  the ^winner. 

Synonym  Rummy    (Another  type  game;  to  be  uaed  with  the  same  cards.) 
Number  of  Flayer  a:    2  or  4,  \ 

Rules:    Deal  6  cards  to  each  player.    Place  the  remainjLng  cards  face  down  in  the 
center  of  the  table,  and  turn  the  top' card  face-up  besjLde  the  stacks  ^ 

The  object  Is  to  collect  Bets  of  3-4  i^onyms.  .-I 

Player  1  opens  by  drawing  either  the  face<-uii,  card  or  the  top  card  from  the  stack. 
S/He  arranges  l^he  cards      her/his  hand  by  synonym  sets/and  discards  otie  un-- 
wanted  6ard»  placing  It  on  the  face-up  pile. 

Player  2  may  then  draw ^either  Player  i*s  discard  or  the  top  card  of  the  face 
down  stalky  and  so  on.  \,  . 

Each  time  a  player  collects  a  set  of  3  or  4  synonyms  s/he  may  place  them  face 
up  on  the.  table  in  front  of  her/him.,    If  a  player  l^ys  down  a  set  of  3  cards  and 
any  other  player  holds  the  fourth  card  to  that  sett  that  other  player  may  lay 
the  card  face-up  In  front  of  her/him  and  It  will  dount  In  her/his  score. 

The  game  ends  when  one  player  has  laid  down  all  the  cards  In  her /hi^  hand.  Each 
play^  then  counts  the  cards  on  the  table  In  front  of  her/hfmt  and  the  person 
with  the  moj9t  cards  wins. 

How  to  Make:    Prepare  52  cards  (13  sels  of  synonym  cards). 


Proyerl^  Game 

Number  of  Players:    2  to  4  , 

Materials:    1  pack  of  30  proverb  cards 

1  list  of  proverbs  in  the  set 

15  small  sticker  cards  with  matching  picture  to  proverb  cards 
1  story  board 

4  story  cards  whose  stories  match  ^hose  on  the  story  board— 1  for 

each  player 
1  answer  card  to  the  story  board 
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Proverb  Game    (Cont.)  '  j  ,       '  s 

Object:    To  aee-.^hlch  player'  can  match  the  most  proverbs  and  proceed  to  match 
the  proverbs  to  the  proper  description.     \  ' 

Rules:     Dealer  deals  4  cards  to  each'play^.    (Five  cards  are  dealt  if  less  than 
A  are  playing.)    The  reoiaining  cards  are  slacked  in  a  pack  in  the  center  of  the 
table.    Flayer  on  aealer's  right  starts  the  game  by  asking  someone  for  a  match- 
ing proverb  card.    (The  players  must  ask  for  the  miaainGi  line  of  the  proverb  not 
the  picture  on  the  card.)    If  the  player  asked  has  the  card,  it  must  be  given. 
The  player  then  gets  another  turn.    When  another  player  does  not  have  the  card 
the  player  is  asking  for,  the  player  who  asked  must  draw  from  the  pack.  When- 
ever a  player  makes  a  mafch  s/he  takes  the  cards  from  her/hi&  hand  and  lays  the 
matching  pair  on  the  table  in  front  of  her/him.    (The  match  is  made  when  thei 
pictures  on  the  cards  are  the  same.    No  two  proverb  cards  have  the  same,  picture.) 
This  part  of  the  game  ends  when  th    players  have  made  matches  with  all  pairs. 

If  a  player  loses  all  the  cards  in  her/his  hand^  s/he  may  draw  one  from  the  deck 
to  keep  in  the  game.  S/He  would  get  another  turn  if  s/he  lost  all  her/his  cards 
when  s/he  laid  down  pairs. 

Each  player  gets  10  points  for  every  proverb  card  s/he  has  matched. 

The  game  then  continues  on  the  story  board.    It, should  be  placed  in  the  middle 
of  the  teble.    One  player  deals  the  sticker  cards  to  each  one  in  the  game.  S/he 
should  match  them  with  the  proverb  cards.    With  the  proverb  cards  and  matching 
stickftf  cards  in  front  of  them,  each  player  then  proceeds  to  read  her/his  own 
story  card.     (It  is  not  necessary  to  take  turns  in  this  part  of  the  game.)  The 
story  cards  match  the  story  board,  not  only  by  the  numbers  but  in  the  stories 
also.    The  players  then  proceed  to  find  which  of  the  15  stories  match  the  pair 
or  pairs  of  proverbs.    The  player  then  places  the  small  sticker  card  on  the  story 
board  in  the  square  s/he  thinks  matches  the  proverb.    More  than  one  card  may  be 
placed  on  a  story.    When  all  players  hive  finished,  placing  their  stickers  ^n  the 
story  board,  tbe  players  check  their  answers  with  the  answer  card.  Those 
sticker  cards  placed  in  the  wrong  square  of  the  story  board  should  be  removed. 

For  each  correctly  matched  proverb  and  story,  the  player  receives  10  points.  The 
player  with  the  most  points  from  both  games  is  the  winner. 

A  good  follow-up  to  this  game  would  be  to  make  up  your  own  proverbs. 


Math  Concentration 
Number  of  Players:  2 

Object  of  the  Game:    To  match  as  many  math  problems  with  their    answers  as 
possible. 

Rules:    All  number  problems  and  answer  cards  are  turned  face  down  on  the  board. 
The  player  starting  the  game  turns  over  rvy  card  on  the  board.    S/He  then  turns 
over  another  card  in  hopes  of  finding  either  the  problem  or  answer  which  would 
match  the  card  s/he  first  turned  over.    If  there  is  no  match  the  player  then. 
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Math  Concentration  (Cont.) 

turns  both  cards  face  down  and  the  second  playar  takes  a  turn  and  proceeds  to 
turn  over  ,two  cards.    Each  player  tries  to  remember  the  placement  of  the  number 
problems  or  answer  cards  In  order  to  make  a  match.    When  a  matching  pair  does 
occur,  the  two  matching  cards  are  taken  off  the  board  by  the  player  and  placed  « 
In  front  of  her/him.    The  game  ends  when  all  pairs  have  been  matched.    The  player 
with  the  most  pairs  wins.    Note:    Each  card    must  be  turned  over  completely  and 
placed  face-up  on  the  board  so  that  each  player  may  see  the  cards. 

in  math  concentration,  every  <:ard  Is  marked  on  the  reverse  side  to  Indicate  which 
times  table  Is  on    the  boarc^     More  than  one  set  of  times  tables  must  be  used  In 
order  to  fill  up  the  board.    If  a  player  shoul^  happen  to  make  a  match  by  using 
an  answer  or  problem  card  from  another  table,  s/he  should  be  given  credit  for  the 
match.    There  will,  however,  be  some  cards  left  on  the  board  at  the  end  of  the 
game  that  don't  match. 

If  only  one  set  of  times  tables  is  preferred,  the  playing  board  may  be  used  in  a 
4  jc  5  combination  of  squares  or  th^  game  may  be  played  completely  off  the  board. 

How  to  Make:    A  board  la  marked  off  in  2-lnch  squares  in  a  5  x  6  (30  squares) 
or  a  4  X  5  (20  squares)  matrix.    Cards  should  be  cut  smaller  than  the  squares 
on  the  board,  approximately  1-3/4"  x  1-3/4".    Math  problems  and  answers  uhould 
be  printed  on  one  side,  the  number  of  the  times  table  on  the  other  side. 
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Multiplication  Rummy 

Materials:    Twenty-seven  cards  with  "the  following  combination  on  them: 

22       2       2       ?       2  3       3       3       3       3       3  4       4  4 

x2.    x3x4     ic5x63c7         x2x3x4jc5x63c7  x2x33c4 

4       4       4  555  66      6  111 

x5     x6     x7,        x2    2L3    x4         x2    x3    x4         x2    x3  x4 

Twenty-seven  additional  cards  with  the^vfollowlng  numbers  on  them,  one  number 
pfer  card:  .  ^^'^ 

4.  6.  6.  8,  8.  9.  10,  10,  12,  12,  12,  12,  14,  14,  15,  15,  16,  18,  18,  20,  20, 
21,  21,  24,  24,  28,  and  28. 

Rules:  J.' 

1.  Mix  the  cards  well.  Then  give  6  cards,  one  at  a  time,  to  each  player.  Put 
the  rest  of  the  cards  In  the  middle  of  the  table,  face-down. 

2.  The  player  at  the  left  of  the  dealer  draws  a  card  from  the  pack.  S/he  then 
looks  at  the  7  cards.  S/he  lays  down  all  pairs.  A  pair  is  a  question  card 
and  Its  answer  card. 
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Multiplication  Rummy  (Cpnt.) 


3.    The  player  then  takes  a  card  that  a/he  does  not  want  from  her/his  hand. 
This  card  is  put  face-up  beside  the  pack  in  the  center  of  the  table. 

A.    The  next  player  may  pick  up  the  discarded  card,  the  card  that  was  thrown 
away  bjf  the  other  player,  or  may  draw  a  card  from  the  top  of  the  pack. 
Then  s/he  lays  down  all  pairs  and  discards  one  card    as  the  first  player 
did.  , 


In  th^^  same  way  each  of  the  other  players  has  a  turn.    If.  all  cards  in  the 
center!  of  the  table  aye  drawn,  the  pile  of  discardu  is  turned  over,  and 
play  continues  as  before.    The  player  who  gets  rid  of  all  cajrds  first  says 
'^Rummy"  and  wins  the  game. 


Nursery  Rhyme  Arithmetic 

■  c 

Read  a  nursery  rhyme  a  aine  at  a  time  to  the  players,  who  should  write  the  lines, 
one  under  the  other.    When  the  writing  is  completed,  the  players  should  count  the 
letters  in  each  line  and  put  that  number  out  to  the  right  of  the  line.    When  all 
are  ready,  tell  the  players  what  to  do  with  each  number.    The  correct  answer  to 
the  problem  depends  upon  the  correct  spelling,  except  when  a  player  misspells  a 
word  but  uses  the  correct  number  of  letters;  s/he  may  still  get  the  right  answer. 
Give  a  point  for  the  correct  answer  and  an  extra  point  if  all  the  words  arc 
apellCid  cot'rectly. 


1.    Star  light 
Star  bright 
First  st^r 
I  see  tonight 
I  wish  I  may 
I  wish  I  might 
Have  the  wish 
I  wish  tonight 


9 

2.    Jack  Sprat  could 

14  . 

xlO  . 

90 

Eat  no  fat 

+  8 

22 

+  9 

99 

His  wife  could 

+12 

34 

*11 

9 

Eat  no  lean 

-  9 

25 

+  9 

18 

So  between 

X  9 

225 

xll 

198 

The  two  of  them 

-12 

213 

-11 

187 

They  licked 

xlO 

2130 

+12 

The  platter 
Clean 

-10 

i  5 

2120 

199 


424 


3. 


One 
Two 

Button 

Your 

Shoe 


3 

+  3 
X  6 
-  4 


6 
36 
32 


4. 


Three 

Four 

Close 

The 

Door 


+ 

X 


5 

4 
5 
3 
4 


9 

45 
15 


11 
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Fish 


Materials:    F^fty  cards,  five  each  of  the  numbers  0,1,  2,  3,  4,  5,  6,  7,  8, 

and  9.  «  .^^ 

Players  are  deslt  a  hand  of  six  cards  which  they  are  to  try  to  make  Into  books 
of  number  families*    The  number  families  am  decided  before  the  game  begins. 
(A  number,  family  means  a  combination  of  two  numbers  which  total  whatever  number 
^as  been  decided.    If  6  Is  the  number,  a  book  might  consist  of  cards  numbered  4 
and  2,  or  3  and  3,  and  so  on.)    New  cards  are  added  by  ^asking  fellow  players 
for  a  certain  number.    If  the  player  asked  has  the  card,  s/he  gives  It  to  the 
one  calling;  otherwise,  s/he  says  "Fish"  and  the  caller  draws  one  card  from  thi 
.pile.    The  one  who  first  ^nnkes  all  "of  the  cards  In  her/his  hand  Into  "books" 
wins  the  game.    Scores  can  also  be  kept  by  counting  the  books  made  by  each 
player  In  eaph  game  and  adding  these  numbers  at  the  end  of  the  playing  period. 


Materials:    Forty  cards,  four  each  of  numbers  1  through  10. 

The  game  is  most  fun  when  played  by  two  people.    Each  player  is  dealt  half  of 
the  pack.    S/He  stacks  the  cards  face-down  in  front  of  he" /himself. 

Then  the  players  turn  up  (at  the  same  time)  one  of  their  cards.    The  player 
having  the  card  with  the  smaller  number  should  subtract  that  number  from  the 
number  on  opponent's  card.    If  s/he  gives  a  wrong  answer,  the  opponent  scores  a 
point  if  s/he  calls  out  the  right  answer.    For  example,  if  the  player  turns  up 
a  4  and  the  opponent  turns  up  a  10,  the  player  subtracts  4  from  19.    If  the  player 
says,  "Six"  s/he  scores  appoint.    If  s/he  says  some  other  nuiikber  and  the  opponent 
calls  out  six,  the  opponent  gets  the  poitit.    If  both  players  turn  cards  having 
the  same  number,  the  first  one  who  calls  "Zero"  wins  the  point. 

The  play  on  S 'b  continues  until  all  the  cards  have  beeii  turned.    Then  the  cards 
are  shuffled  for  the  next  round  of  Add.    As  before,  each  player  turns  up  one  of 
her/his  cards,  and  the  one  having  the  card  with  the  smaller  number  starts  the 
play.    But  now  s/he  should  add  the  numbers  on  the  cards.    Two  rounds  make  a  game. 
The  player  with  the  most  points  wins. 


Convetgent  Production  Task  Cards 

Task  cards  created  for  use  with  the  convergent  production  factor  are  presented 
on  the  following  pages.    Answers  for  exercises  are  presented  at  the  end  of  the 


The  task  cards  have  also  been  printed  on  a  heavier  stock  and  sets  (Stock  No. 
41-S-9941)  may  be  ordered  through  the  Office  of  Materials  Development,  293-8140. 


♦ 


Sub- Add 


section. 


N 

.-  -  --   •  XMk  Ctrd  1 

USE  THAT  LETTER 

This  activity  can  be  playad  with  two  or  more  players. 

Players  pick  a  letter  and  make  sentences  using  words  beginning  with  that  letter 
The  longest  sen ter.ce  with  the  most  words  beginning  with  that  letter  wins. 
Examples: 

9 

(g)     A  ^at  ^ot  Into  the  ^srden. 
(m)     Hary  made  many  pictures, 
(t)     Tonoiy  tried  to  tell  Jtlme. 

Make  the  game  harder  by  choosing  a  blend.  Examples; 
(br)    The  brown  branch  Is  broken. 

(ch)    Charles  chewed  cherries.  ( 


3 1  r, 
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Taak  Card  2 


RRnaMG  WORDS 


Thla  activity  can  bi(  played  with  two  taana  of  two  or  nore  playera  or  with  two 
players. 

Choose  a  word  from  the  list  below.  Each  player  or  team  writes' words  that  rhyme 
with  the  word.    The  player  or  team  with  the  most  real  words  wins.  \ 

hop  cap  sled  hand 

cat  back  think  stick 

wing  man  hit  tip 

sail  wag  drum  pan 

car  tent  ,  west  sad 

well  mill  took  frog 

long  clock  Jump    ^  pot 

J 

Players  may  repeat  the  game  using  different  words. 
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T«ak  Card  3 


COMPOSE  A  TELEGRAM 

•t  - 

Players  needed:    Three  or  nore 

One  student  says  five  letters.    All  the  other  students  write  the  letters,  and 
then  compose  a  telegram,  using  the  five  letters  as  the  first  letters  In  the  words. 
The  flrst-pli^er  to  write  a  telegram' wine  and  chooses  the  next  set  of^letters. 
Examples:  :> 

W  H  Y  I  T      Will  meet  you  In  Texas, 
B  B  B  T  M      Baby  boy  bom  this  morning. 
PLATO      Plane  leaves  at  ten  o'clock. 
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LETTER  TIC-TAC-TOE 


Players  nttedttd:    Three'  or  more 


Students  make  a  tlc-tac-toe  square  on  paper.    The  caller  names  9  letters,  in- 
cluding some  vowels.    After  the  caller  names  each  1ft ter,  the  players  write  it 
in  one  of  the  squares. ~  Students  try  to  place  letters  to  make  words  across  and 
down.    The  caller  does  not  look  at  the  players*  ^^iiares  until  the  end  of  the 
game.    Then  the  caller  decides  which  player  has  the  ipost  actual < words .  That 
player  is  the  winner,  Exaiq>le: 


car,  air,  cot,  oil 


o 
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Task  Card    5  . 


COMPOUND  WORDS 


Duplicate  the  two  columns  of  words  below.    Distribute  tb  students.    Ask  them  to 
write  as  many  compound  words  as  possible  by  combining  words  from  the  first  and 
second  columns.    The  first  student  to  write  all  the  compound  words  wins. 


after 

noon 

every 

foot 

ever 

thing 

rail 

green 

bare 

• 

road 

base 

Toom 

class 

plane 

down  ' 

ball 

gold 

town 

air 

fish 

any 

some 

lone 

ground 

corn 

where 

play 

house 

club 

field 

338 


N 

Taak  Card  6 


ILLUSTRATING  SENTENCES  v 
Players  needed:    Two  or  more 

Choose  one  of  the  sentences  below  and  finish  It.    Draw  a  picture  to  Illustrate 
the  sentence..    Vtite  the  sentence  under  the  picture.    Example:    I  feel  light  as 

a  bubble', 

two  students  nay  choose  the  same  sentence.    Each  tries  to  find  different  ways 
to  end  the  sentence.    The  one  with  the  most  endings  wins. 


I  feel  light  as  a  ....  .  bubble  feather  snwoflake 
My  feet  are  as  cold  as  ....  . 

The  house  is  as  warm  as   

He^s  as  big  b,b  .  .  .  .  . 

She  was  as  gentle  as  •  «  •  •  • 

It  was  as  dark  as   

I'm  as  hungry  as  •  •  •  •  • 
I'm  as  sleepy  as  •  •  •  •  • 
He's  as  mean  as     •  •  •  • 
He's  as  slov  as  •  •  •  •  • 


J. 
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.Task  Card>  7 


ENDING  WORDS 


Player a. needed:    Two  or  more 

Each  student  takes  a  turn  at  the  sentences  below.    If  one  student  cannot  write 
the  answer  the  other  student  has  a  chance.    Each  correct  answer  receives  one 
point* 


1. 
2. 
3. 
4. 
5. 
6. 
7. 
8. 
9. 
10. 


Add  a  blena  to  make  a  color  of  the  sky.  ue 

Add  a  'blend  to  make  a  fruit.       ^  ^um 

Add  a  blend  to  m^e  a  fairy-tale  animal.  _agon 

Add^a  blend  to  make  the  leader  of  our  coiintry.  eaident 

Add  a  blend  to  make  a  circus  f tinny  mjwi.       _  __own 
/Add  a  blend  to  make  a  color.      -/_een  -  . 

Add  a  blend  to  make  a  tiny  .p§rt  of  a  branch.  ^ig 

Add  a  blend  to  make  wh^t^is  done  with  an  axe.  op 

Add  a  blend  to  make  a  big  boat.  _,__iP 
Add  a  blend  to'  maice  a  bird.   ^ow 
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Taak  Card  8 


A  MINE  TRICK  (ZERO  OR  ZILLIONS) 


Choose  any  group  of  nuabara  that  add  up  to  9. 
For  axanpla:    1  and  1  and  5  and  2 

Write  thaae  nuabara  in  an^  order  you  like. 

For  exaaplet    2,  115         |  ,  • 

Thia  nuBbar  can  alvaya  be  divided  by  9.    Nothing  left  ovi^l    Every  tloMl 

It  doesn't  matter  how  mani)  nulBbera  you  uae  In  adding  up  to  9.  '  (And  you  can  put 

In  aa  many  seroa  aa  you  ll[ke.) 

■*  •  •  ' ' 

It  doesn't  Matter  in  what  order  you  write  them.    They  can  alleys  be  divided  by  9. 

Does  it  work^th  nine  lai^   Let's  seel 

12  34  56  79  '■■  .      '        •      •  •/    •  ' 

9^111111111 

Yes,  the  answer  cornea  out  even.  Let's  use  that  number  again:  12345679.  (Notice 
that  it  has  no  8. ) 

Now  try  this  on  a  friend. 


•5^  • 


/ 
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MAGIC  WITH  NUMBERS 
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Task  Card  9 


Direction^; 

Write  down  your  telephone  number, 
Multiply  that  nuujber  by  1. 

^ 

Add  5. 

Multiply  the  result  by  50. 

Add  your  age  to  the^total  and  add 
t^e  number  oi-days  In  a  year  (365) • 


VThen  this  haa  been  totaled  ^  subtract  ^ 
th^  key  number  (615)  from  It^-  ^ 

It  will  "be  found  that  of  the 
remaining  figures^  the  last  two 
will  show  your  age  and  the  first 
figures  your  telephone  number. 


X 

2 

+ 

5 

50 

+ 

+■       ■  ' 

615 

Telephone  Kumber 
Multiply  by  2 
Add  5 


Add  your  age 
Add  days  of  year 


N 

Task  Card  10 


PUZZLE  BOXES 


Copy  the  numbers,,  aa  shown.  Cross  out  six  digits  so  that  vhat  remains' will 
add  to  20.  • 

'      -  111  .  •  ■ 

777 

999  ,  ' 


.20 


Take  the  ten  dlglta  from  0  to  9  Inclualve  and  arrange  them  in  auph  a  way 
th&t  the  result  equals  1. 


0123456789 


)  • 
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Task  Card  11 


PALINDROMES 

Pallndrones  are  words  or  sentences  that  can  be  read  forward  and  backward  and 
still  say  the  same  thing.  Examples: 

MADAM,  I'M  ADAM 
NOON 


Numbers  may  be  palindromes  too.  Examples: 
676  lb  a  palindrome 

582  is  not  a  palindrome  but  will  become  one  by 
reversing  the  number  and  ^dlng. 

6996  is  a  palindrome.    It  took  three  atepa  to 
make  a  palindrome  from  the  number  582.  Choose 
a  number  that  is  not  a  palindrome;  estimate 
the  number  of  steps  it  will  take  to  get  to  a 
palindrome.    What  is  actual  number  of  steps 
it  took? 


582 
285 
86  " 
76b 
1635 
5361 
6996 


^5    « . 
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Task  Card  12 


CASTING  OUT  NINES 

This  la  a  ayatem  of  checklng^,|4dltlon  we  have  all^  learned  along  the  way  but  put 
aside.    Add  a  colunsi  of  numbers;    Then  check  for  the  correctness  by  casting  out 
nines  In  eaqfh  horizontal  colxunn.    The  sum  of  what  Is  left  should  equal  the  sum 
of  what  remains  In  the  original  sum* 

3  9  6  5  -5 
4581-0    -  6 
2  3  4  1  -1 


1  0  8  8  7 

6-6 

/ 


/ 


.What  nximber  would  be  c&st  out  In  bas^e  5't 
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Task  Card  13 


LINEUPS 

ThX^®'^        ^°       ^'"^  ^®  ^^'^^^      *  ^""^^^^  ^^^^  ^^^^^ 

product\lO  X  9  X  8  X  7  X  6  X  5  X  A  X  3  X  2  X  1.    Find  this  number. 
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Task  Card  1-4 


EMPLOYEE  WAGES 

The  neighborhood  grocer  employe  three  clerks i  each  of  whom  receives  vagep  of 
$54.20  a  week.    Also  enployed  la  a  delivery  person  vhoae  vagea  are  $18 ,73  a 
week*    How  nruch  does  the  grocer  pay  In  vagea  each  week?    How  much  does  the 
grocer  pay  in  wages  In  a  year? 


35 
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Task  Card  15 

BLACK  OR  WHITE? 

Claaalfy  each  of  these  words  Into  one  of  two  claaslflcations,  black  or  white. 


alabaster 

palc: 

raven 

light 

cream 

brijht 

day 

Ivory 

dull 

night 

albino 

ebony 

dark 

sable 

Jet 

1 


* 


\ 
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ANSWEltS 


Task  Card  5 


afternoon 


baeebull 


downtown 


everything 


clubhouse 


cornfield 


airplane 
anywhere 
bai;efoot 


railroad 


classroom 


lonesome 


goldfish 
playground 


evergreen 


Task  Card  7 

blue 

plum 

dragon 

president 

clown 


green 
twig 

chop 
ship 
crow 
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DIVERGENT  PRODUCTION 

INTRODUCTION 

Code-D       Color  -  Orange 

Divergent  production  Is,  according  to  J.  P.  Guilford,  the  "generation  of  infor- 
mation from  given  Information  where  the  emphasis  is  upon  variety  and  quality 
of  output  from  the  same  source.    This  operation  is  most  clearly  involved  in 
aptitudes  of  creative  potential." 

Divergent  activities  need  to  be  more  than  one  hour  of  art  at  the  end  of  the  day. 
Divergent  productlor  should  be  a  pervasive  process  that  constantly  presents  the 
students  with  creative  problem-solving  In  all  areas,  looking  at  the  familiar  In 
new  ways,  then  generating  new  Ideas. 

Most  of  the  creative  thinking  that  Is  generated  In  the  classroom  Is  product- 
oriented  rather  than  process  oriented.    The  Structure  of  Intellect  approach  to 
teaching  the  creative  process  Is  through  the  development  of  the^  following 
components:  ,    ^  ^    -         .  *  ; 

« 

FLUENCY         -  Quantity  of  responses. 

The  ability  to  generate  a  ready  flow  of  Ideas  as  In 
brainstorming. 

FLEXIBILITY  -  To  take  a  different  approach. 

The  ability  to  use  many  different  approaches  or  strategies  In 
solving  a  problem;  the  willingness  to  change  direction  and 
modify  given  Info^rmatlon. 

^    ORlfelNALITY  -  To  think  in  unique  ways . 

The  ability  to  produce  clever  and  unusual  responses. 

ELABORATION  -  To  add  onto. 

Tlie  ability  to  expand »  develop »  and  embellish  one's  ideas. 

To  be  successful  in  the  divergent  process »  one  must  he  in  an  environment  free 
from  threat  and  judgment,  and  must  have  a  willingness  to  be  and  become.  This 
operation  is  often  more  difficult  for  students  who  find  success  in  right 
answers.    It  is  the  responsibility  of  the  teacher  to  create  an  environment  in 
which  children  feel  free  to  say,  "This  is  the  way  I'm  doing  it.'*  rather  than 
always  saying  "Am  I  doing  it  the  right  way?" 

Creativity  is  a  product  of: 

Rich  experiences 

Trust  in  self 

Openness  to  data 

Attitudes  that  value  change 

Freedom  from  threat 

Willingness  to  be  and  become 
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WHY  TEACH  CREATIVITY? 


Yvtff 


t\va^ 


do 


tvot 


ac 


ava 


ctea 


a 


fottft 


ot 


Me 


Yvaa 


to 


be 


fact 


tbat 


ce 


ed 


ffcc 


t\^eta 


to 


teac 


Yveta 


18 


tYve 


8tt 


ateR 


ate 


mot® 


ti^® 


oduci^ft 


I      thinking  sknxl  caTbf  ""^'""^  »ho„„  that  ^ 

^TAYLOR;     "Young  people  who  have  many  experiences 
in  turning  on  their  creative  talents  will  then  likely  use 
them  to  function  effectively  throughout  their  lifetimes^ 
Contrarily,  those  students  who  establish  non-creatiVf  / 
patterns  may  continue  to  use  only  non-creative 
processes  for  the  res't  of  their  liveSj  " 


3 


"Creativity  is  not  possesBed  by  only  a  few. 


^ WILLIAMS: 

is  universally  found  in  every ^person  and  exists  in  a  matter 
of  degree.    Every  child  has  some  creative  potential;  some  have 
more  than  others.    There  is  a  difference  in  teaching 
creatively  and  teaching  for  creativity."  ^ 


'•Although  there  is  much 


emphasis  on  creative  teaching  (the  imagin- 
ative use  of  materials  by  a  teacher),  relatively 
imphasis  is  being  placed  on  the  development  of  creative 

behavior  in  the  student." 


GOWAN;    "On  any  kind  of  creative  f5cale  usee 
some  individuals  are  found  whosie  creative 
production  exceeds  that  fiif  their  fellows, 

not  by  percentages,  or  even  simple  magnitudes;  ^> 
but  it  is  more  likely  ten,  fifty,  or  a 
hundred  times  as  great.  Obviously, 
these  fortunately  creative  persons 
are  not  much  different.  Some- 
thing has  happened  to  turn 
Oifjo  ^"""--^them  on." 
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OLOSSARY  FOR  SOI  FACTOR  DEFINITIONS  FOR  DIVERGENT  PRODUCTION 
(WISC-R  Analysis) 

DFG  -  Reclassifies  perceived  objects  In  various  ways 
DSU  -  Produces  words  fulfilling  specified  structural  requirements 
DSR  -  Generates  a  variety  of  relations  between  numbers  or  letters 
DSS  -Produces  symbolic  systems  In  unique  ways 

DST  -  Divergent  production  of  transformations  made  to  symbolic  material 
DMU  -  Ability  to  call  up  many  Ideas  In  a  specified  class 
DMR^-  Produces  words  from  given  words  as  synonyms »  or  as  associated  words 
DMS  -  Analogical  completions 

DMT  -  Ability  to  produce  remotely  associated,  clever,  or  uncommon  responses 

DMI  -  Specifies  details  that  develop  a  scheme  or  variation  of  an  Idea 

t  '    •  '  ' 
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DFU 

Elaboration— Make  many  designs 
from  figures 

\dsu 

Create  Words 

Rapid  Letter  and  Word  Naming 

;    ■     DMU  / 

Unusual  Uses— Broad  Categorl^ 

Creative  Titles 

Rapid  Retrieval  of  Ideas 

■  V 

c 

DFC 

Regroup  and  Red  ass  Figures, 
Open-ended 

DSC 

Classification  of  Words, 
Letters  and  Numbers  In 
Various  Ways 

DMC  " 

Codes,  Various  Uses 
Creative  Word  Collages 

R 

DFR 

Art  Faces  * 
Tie  Dye  Designs 
Create  Drawing 
Create  a  Toy 

DSR 

Initials 
Computation 
Math  Wheels 

Unique  Math  Computation 

DMR 

Rhyme  Production 
Creative  Poetry  . 

•     .  ; 

S 

 1                       ■  ■ 

DFS. 

Art— Construction 
Block  Construction 
Art  Designs 
-  Monograms 
Art  Collages 

DSS 

Money  Systems  and  Equations 

DMS 

Sentence  Building 

1 

T 

DFT 

Scribble  Drawing 
Elaboration  on  Shapes 
Manipulation  of  Shapes 

.  DST 

Vocabulary  Building,  Ch2inge 

Letters 
Make  Words  from  Big  Words  • 

DMT 

Riddles 

Cartoon  Responses 

Consequences 

Proverbs^ 

New  Endings  to  Old  Stories 

1 

o  DFI 

Elaboration  In  Different  Ways 
Imaginative  and  Geometric 
Drawings 

DSI 

Using  Numbers/Letters  to  Make 
New  Ideas 

< 

DMI 

Implications  to  Stories  . 

Planning 

Problem  Solving 

Semantic/Symbolic  Elaboration  . 
Creative  Writing  _ 

R^Jnted  with  permission  from  the  SOI  Coloring  Bookj^l  Institute,  214  Main  Street,  El  Segundo,  CA 
©Wry  Meeker  1977.  , 


COMMERCIALLY  PREPAFED  MATERIALS 


Many  of  the  commercially  prepared  educational  materials  can  be  used  to  sup- 
plement the  activities  and  materials  developed  for  SOI  operations.    The  follow- 
ing lists  present  materials  which  have  been  coded  for  the  divergent  production 
operation.    In  some  cases,  it  was  found  that  the  materials  could  be  used  for 
several  different  cells  in  the  SOI  model  and  were  coded  accordingly.  Addi- 
tional cells  (codes)  are  indicated  in  parentheses. 


Company 


Materials 


Code 


Instructo 
Play  Doh 
\M.  I.  Toys 
Solorforms 
tW'  Tinkers 

Selchow  and  Richter  Co. 

PreiBchool  Elementary 
Education 


Understanding  Our  Feelings 
Play  Doh 

Plastic  Building  Blocks 

Little  Red  Riding  Hood  Colorforms 

Tinkertoys 

Scrabble  for  Junior 

Cars,  Trucks  (Wood) 


DMR,  DMI 
DFU 

DFU  (NFU) 
DMS  (CFR) 
DFS 
UMU 
DFS 


Books'. 


Publlsjier 


Title 


Little;^  Brown  &  Co 
Harper  &  Row 


Incentive  Publications, 
Inc» 

2400  Crestkooi;  Dr. 
Nashville,  Tenn.  37205 

Kabyn  Books 
Box  19663  ' 
Navajo  Station 


The  Book  of  Think 

Making  Jt  Stvange  1 
Making  It  Stvange  2 
Making  It  Strange  3 
Making  It  Strange  4  ; 
(A  new  design  for  creative 
thinking  and  writing.) 

J  Can  Make  a  Rainbow 


42  Ways  to  Have  Fun  with  My  Mind 
52  Ways  to  Have  Fun  with  My  Mind 
62  Way 8  to  H^ave  Fun  with  My  Mind 
San  Diego,  Calif.    92119    72  Ways  to  Have  Fun  with  My  Mind 


Good  Apple,  Inc. 


Dandy  Hone  Never  Roar 
Anything  Cart  Happen 
Imagination  and  Me 

(Records  and  ^ooks)  ' 
337 


Author 


Marilyn  Bums 


Marjorie  Frank 


Leif  Feam 

and  Ursula  Golisz 

Benson 

Joe  Wyman  I 
and  Don  Mitchell 
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DIVERGENT  PRODUCTION  ACTIVITIES 


Activities  for  the  divergent  production  factor! are  presented  on  the  follovin 
pages.    The  letters  (code)  in  the  upper  right-^hand  corner  correspond  to  the 
Divergent  Production  Activities  Grid  presentea  in  the  Introduction  of  Div^er- 
gent  Production  section.    The  answers  for  one /activity  are  presented  at  the 
end  of  the  seption.  / 


\ 


3?.  7 


358 


DFU-l 


IMPROVISE 


axuc  tne  circxe,  or  both  Inalde  and  outside  the  circle  '   Trv  t-^  « 
things  that  no  one  else  In  the  class  will  ^hinU  «i     S'u  "^"^  °^  -  • 

you  can  and  put  as  many  Ideas  as  von  u^'  """^  " 

the  Identlty'of  the^bject  "  not'cJeaJ?  « 


DFU-2 


ELABORATE 


Add  to  the  figures  balow  to  make  as  many  different  p 


icture^ 


as  you  can* 


■  / 

fpll  vour  friends  or  teacher  about  some  of  these 
Think  up  a  story  you  could  tell  you.  i-xeuu» 

pictures.  ■  mu  ^AA'^^ 

Lch  irawi«B  do  ycu  like  best.  .  Repeat  It  here,  only  larger.  Then  add  as 
!^iy -dlHerent  new  Ideas  to  your  drawing  as  you  can. 


Title:  

360 


{ 


Are  they  alike  in  any  other  way? 


Why  or  why  not? 


Rir 


Are  they  alike  In  any  other .way? 


OFR-1 
(Cont.) 


Why  or  why  not? 


Are  a  crab  and  a  clam  alike?  How? 


:RJC 
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DFR-2 


SAY  IT  WITH  SYMBOLS 
(Originality) 


'The  signs  along  our  highways  often  use^^  pictures  ox  symbols 
to\give  directions  to  drivers.    A  good  symbol  should -enable 
the\driver  to  recognize  its  meaning  instantly  so  that  he/ 
she  knows  what  to  do.    Imagine  that  you  are  a  designer 
has  been  asked  to  design  a  symbol  for  each  message  below- 
Draw  your  symbols  in  the  spaqes  provided. 


Bumpy  Road 


Narrow  Bridge 


AnImnI  Crossing 


ERIC 


."2  **(  <  •» 
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Slippery  Road 


WHAT  AM  I? 
(Elaboration) 


These  designs  nay  suggest  many  different  things  to  different  people.    What  does  ' 
each  one  suggest  to  you?    Write  a  sentence  about  each  one.    For  Instance ,  when 
my  cousin  turns  somersaults,  he  looks  like  this: 


DFT-2 


a 

FIGURE  ARRANGEMENT 
(Flexibility,  Originality) 


Use  the  two  figures  above  to  make  a  drawing  In  each  of  the  boxes  below.  Give 
each  of  your  drawings  a  title.    Try  to  make  your  drawings  and  titles  as  Inter- 
esting and  as  unusual  as  possible.    The  figures  can  be  placed  anywhere  In  the 
box  and  can  be  turned  in  any  direction.    You  may  make  the  figures  as  big  or  as 
small  as  you  like.    Choose  your  favorite  to  draw  on  a  large  sheet  of  paper. 


Ti.l.  -QUit^.' 

Titio 

VI/ 

Title 


Title 


Title 
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DFT- 


STARTIM6  LINES 


Elaborate  upon  the  given  lines  in  such  a  way  that  your  work  will  result  in 
something  most  people  will  recognize.  The  jgiven  marks  must  be  included  as 
part  of  the  figure  you  create. 


DPT-5 


ORIGINALITY  PLUS! 


Begin  with  an  ordinary  paper  bag  or  a  small 
cardboard  box*  ^ 

Create  something  unusual  and  original  from 
your  bag  or  box* 

Remember  to  think:  .  . 

Fluency 
'  Flexibility 

Originality 

Elaboration, 
Don^t  tell  anyone  what  you  are  making. 
Materials  you  might  want  to  use: 

Rlckrack,       Buttons  ,        Glue  Stapler 

Sequins  Pipe  cleaners  Scotch  tape*  Masking  tape 

Fabrl6  Construction  paper      Newspaper       String  . 

, Cotton  Yarn  Scissors  Thread, 


Note  to  the  teacher^: 


Near  the  end  of  the  activity  stop 
the  class  and  let  students  share 
what  they  are  making.  Discuss 
ways  to  elaborate  to  make  their 
creations  even  more  unusual. 


3  7 'J 
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\  , 


AS  A  CLiSS  PROJECT,  SEE  HOW, MUCH  "JUNK"  YOU  CAN 
qOLLECT.    (SEE  LIST  ON-N^  PAGE.)    ALL  OBJECTS 
COLLECTED  WILL  BELONG  TO  THE  CLASS .    IF  YOU  BRING 
SOME  SPECIAL  "JUNK"  FOR  YOUR  OWN  PROJECT,  KEEP 
IT  SEPARATE.  '  •. 

I 

SELECT  THE  "JUNK"  YOU  WANT  TO  USE. 
BRAINSTORM  ALL  THE  THINGS  YOU  COULD  MAKfe. 
CREATE  YOUR  BEST  IDEA.    NAME  IT.  ^< 


EVALUATE  YOUR  INVENTIONS  (See  "Evaluation  of  Thinking 


DPI-1 
(Cont.)  ,. 


Suggested  "Jank"  Items  for  Children  to  Bring  to  School 


Pipe  cleaners  « 

Tabsu  from  aluminum  cans 

Styrofoam  packing  materials 

Thread,  y^rn,  string 

Material  (fabric) 

Metal  objects  (nuts,  bolts,  etc.) 

Cardboard 

Paper,  paper  cups 

Parts  of  old  toys 

Wire 

Us^d  flash  cubes 
Paper  clips 
Bottle  caps 
Small  bottli^s 


1 


4 


ERIC 


Other  Materials  Needed  \ 


Newspapers; (to  coyer  desks) 

'  t 

Glue  , 
Scissors  V 
Crayons  .  ." 
Tape 

Felt  pens 


3S1 
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DFI-1 
(Cont.) 


Evaluation  of  Thinking 


I 


I 


This  evaluation  may  be  an  oral  discussion  or  done  In  writing  under  the  te«cher*t 
dlr^atdon.    Suggested  questions  to  begin  discussion: 

1.  Did  you  have  an  Idea  that  you  thought  would  work  when  you  started?,^ 

2.  Did  you  end  up  with  thepsame  idea  that  you  started  with?  . 

3.  If  not,  did  yo\ir  Ideas  change  several  times  as  you  were  creating?  " 

S  4, 

4.  Was  It  easy  to  shift  your  plans  or  were  you  frustrated  when  things  didn't  \ 
come  out  as  you  had  planned?  \ 

5.  Did  you  come  up  with  any  ideal  by \ chance  or  by  accident?  ^  ' 
If  80,  did  you  build  on  that          and  add  to  it?  I 

6^    Did  you  try  to  combine  unusual,  objects  and  use  them  in  new  ways? 
If  so 9  how  did  they  turn  out?  ' 

7.    Do  yoii  feel  you  learne^  anything  about*  yourself  from  doing  this? 
If  8o';^  jwhat?  ^i'.  ' 


./ 


as;: 


DFI-2 


A  CHINESE  DRAWING 

•  '  .  fl 

if 

The  drawing  below  Is  called  a  tangram  (tang 'ram)  which  means  "Chinese  dipawlng." 
It  Is  a  favorite  puzzle  among  the  Chinese  people,    yes  the  pattern  below. 
Paste  It  on  cardboard,  and  the^i  cut  the  square  Into  pieces  as  marked.    See  how 
many  Interesting  patterns  or  design^  you  can  .make,  using, all  seven  pierces. 
Over  300  can  be  made{ 

A  0|:her  tangram  tasks: 

-Font  letters  of  the  alphabet  with  the  Tangram  pieces. 
-Form  an  animal  using  all  of  the  pieces. 


Set  a  time  limit  of  15  minutes.  Create  as  many  objects  as  you  can  in  the  time 
limit.    How  many  different  things  did  you  create? 


'J  CO 
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CHANOltiG  WORDS 


Dlscuts  rhyming  words  and  words  that  bagin  and  and  allka . 

Write  the  word  mdlce  on  the  chalkboard  and  havp  students  respond  orally  with  as 
many  words  as  thiy  c^n  that  contain  the  saine  vowels  in  the  sane  order »  but 

with  different  consonants « 

\  p.  • 

Using  'Vords  for  Cards"  (on  the  next  page) ,  give  each  student  a  card  on  which 
is  written  a  simple  word*    Students  list  on^ paper  as  many  words  as  they  can 
that  contain  the  vowels  ia  the  same  order  but  with  different  consonants. 


This  activity  can  ^e  repeated  using *nonsens<^  words. 


375 


D8U 
(ContO 

tfords  Jor  Cards  •  ' 


table 

crayon 

used 

•  ) 

r. 

0 

<» 

txger 

fr&ine 

rope 

> 

poke 

tale 

^  Li  L.C 

Ik 

paper 

waste 

• 

bike 

•  c 

« 
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DSU 

•  V  (Cont.) 

NonsOTie  Words 


vedo 

<• 

<* 

n                         *       .  • 

^  zemp 

(. 

<» 

•S 

goze 

w 

turzsn 

/        •  ' 

e 

..                          .                  <,  •> 

vof  e 

Jabe 

qldden 

^kace  ^  • 

gare 

A  • 

r 

** 

vectob 

yume 

to  c 

cime 

fljke 

u 

■  * — 

r                           •  \ 

\ 

hoje 

*• 

blnnen 

377 


SH0PFIN6 


Tom  wants  iobuy  the  ball  for  26^.  Write  down  all  the  different  combinations 
of  coins  he  could  iUse,    How  many  combinations  are  possible? 


3s;i 
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DSS-1 


TOP,,?ECRET  ' 

^ou  can  lnv«nt  your  ovn  code.    Fill  in  th«  blanks  balow^  Mch  vlth  a  dlffarant 


Use  your  code  to  %n:lte  a  message,  story,  letter  Qr  note.  Trade  vlth  a  friend 
to  decipher*  . 


a 

c  d 

e 

f 

g 

h 

1 

i 

k 

1 

rn 

V 

■  » 

% 

• 

n 

o 

p 

q 

r 

s 

t 

u 

V 

1 

W 

X 

y 

1 

z 

• 

*• 

• 

• 

-« 

• 

39m 
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/ 


z 
z 


You  need: 
-Graph  paper 


-Pencil        ^-  ^. 


C       .    L  .  . 

\        '  '-Llat, of  Wtda  .(You  canruae  your"  apel-*- 

/    .  CREATE  ^  ling  worda  or  any  llat  of  worda  you 

are  atudylng.    Or  make  up  your  oim 
"OS  llat.) 


w 

0 
R 


'I 


7 


y 

Construct  your  very  own  crossword  puzzle  using  x:reatlve  and  clev6r  clues. 
Clues  can  be  In  the. form  of  alliterations,  rebus,  similes,  proverbs,  or  any 
other  type  of  p^sy  on  words •  \  * 

c,  0  .      '  .  *  ■ 

Be  orlglnall  ,  . 


391 


Not6  to  the  teacher:    Some  students  may  need  to  work  with  crossword  puzzles 
prior  to  creating  their  own  In  order  to  become  familiar  with  form  and 
construction. 

362 


■  .     .  ■  *  ■  . 

y  '        ^  DST-2 

SAY  IT  WITH  PICTURES      ^  , 


The  ancient  Egyptians  sent  nessafces  to  each  other  In  pictures  called 
hiePogiyphi(!B,  f  Say.    hy-ro-GLIF-lcs .    Use  the  symbols  below  to.  write  a  mes- 
sage.   Notice  that  there  are*  ftp  pictures  for  the.  letters  G,  J,  U,  V,  W*  X,  Y, 
and*  Z.    Use  our  alphabet  wh^n^'you  need  to.    Exchange  messages  with  a  friend^ 
and  decode.  •  .  . 


is 


M 
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BRAJNSTORMING 

-  ■  ■ ;  ■ .     ■  ■  ■  ■ 

OSBORN^S  FOUR  MSIC  RULES  FOR ^GENERATING  ALTERNATIVE  HYFOTftESES  ^ 

If    CRITICISM  IS  RUINED  OUT.    adverse  judgmenMnusf:  be  withheld  until  later. 
Judgment  is  deferred.    '     ^  '  *  ^ 

1.    '*FREE  WHEELIllG''  IS  WELCOMED^:  The  wilder  tlie  idea  the  better.    It  is  easier 
to  tame  down  than  to  think  Iip«    A  wild  idea^may  triggej:  just  the  *-right*' 
idea.    A  nonpatlonal  idea  m^y  suggest  a  pound'/ useful  onei.. 

3.  QUANTITY*  IS  DESlto.   ^The  greater  the  num)^r      'I'ifeair^  tl^  mo^e  the  likeli- 
hood of  winners.    An  obvious>  small  Idea  may  stimulate  an  unusual,  big 
idea.  T 

4.  COMBINATION  AND  IMPROVEMENT , ARE  SOUGHT.    Hitchhiicing  is  encouraged.    Ii}*  ^ ' 
addition  to  contributing  ideas  of  their  own,  group  members  should  suggest 
how  the  ideas  of  others  can  be  turned  into  BETTER  ideas  or  how  two  or  mOre 
ideas* can  be  joined  into  still  another  idea. 

IDEA  SPURRING  WORDS       '     <  .       ^ "      /      „  , 

,  '      *   ^-  '  ',/%.,,•»« 

•  '  .If 

S    Substitute  (material,  color,  function,  quality,  etc.)  ^  *  ^  ^ 

C    Combine  (unite.  Join,  embody^  assimilate,  blend,  etc.)  '  / 

A   Adapt,  add  (conform,  regulate,  adjust,  fi^,  etc.)-  ^  ' 

M   Magnify  (all,  make  larger,  multiply/  stronger »  etc»)        ;  -  ' 

Mipify  (subtract,  divide,  make  smaller,  etc.) 
Modify  (transform,  alter,  vary,  moderate,  etc.) 


P    Put  to  other  uses  (as  Is,  altered,  reversed,  etc.)  ^ 
^    Eliminate  .  ... 

R   Reverse  (invert,  transpose,  other  side,  otlier  jBnd,  etc.) 
Rearrange  (what  are  component  partd,  how  ej.se  used^  eti.) 

/     ^  ; .  ■      .       '  •  ' 

With  any  idea  the  above  spurring  words  can, be  used  to  enlarge  your  store' house 
^or  pool  of  ideas,  hypotheses,  possible  solutions^  and  so  on.  ^         \       '  - 

Criterion;    A  yardstick,  a  standard  of  judging; .a  rule  to  test*by  which  any- 
thing is  tried  in  forming  a  correct  judgment  respecting  it.    Each  hypothesis? 
and  every  h/pothesls  is  judged  by  one  criterion  and  then  by  the  second  criterion 
and  80  on  until  every  idea,  (hypotnesis)  has  been  evaluated  b^  e£^ch  criterion. 
Finally,  a  decision  is  made  about  the  best  hypothe^ils.    Then  an  effort  is  made 
to  improve  this  hypothesis  and  make  it  a  better  one.  1. 
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DMU-2 


.3  ®  .  /» 


Give  each  student  a  card,  *1iow  many  ways...**    (See  following  pages.) 
Students  record  aa  piany  words  as  they  can 'In  thx^e  minutes/ 
, Students  pass  cards  and  begin  with  a  new  card^fpr  three  additional  minutes. 
Pass  cards  three '^to  ioyx/ times.  /     ^  ' 

Share  lists.  . 


This  activity  can  be  repeated.  'Have  the  students  brainstorm  new  "How  many 
ways..."  questions  to  bemused.    ^  " 


'Hov  many  ways . , 


DMU-2 
(Cont.) 


How  many  ways  can  a  tree  look? 


How  many  ways  can  a  lion  roar? 


Haw  many  ways  can  a  aunny  day  f^el? 


How  many  ways  can  a  castle  look? 


How  msay  way**  can  an  apple  look? 


How  many  waya  can  a  person  speak? 


395 
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DMU-2 
'  (Cont.) 

"How  many  vaySf " 


How  many  ways  can.  sandpaper  feel? 

/ 

How  man}'  ways  can  a  ha\inted  house  look? 

t,  • 

» 

> 

c 

t 

/ 

How  many  ways  can  a  camel  move? 

U 

$  ^ 

f 

How  many  ways  can  a  scream  sound? 

<• 

How  many  ways  can  an  lee  cream  sundae 
tastfe? 

0 

/ 

How  many  ways  can  a  fish  swim? 

'J 

■' 

0 
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ALTERNATE  USES 


'iDMU-3 


We  can  often  find  uses  for  things  that  were  originally 
Intended  for  some  other  purpose*    For  example,  children 
sometimes  use  old  boxes  for  doll  houses  or  as  a  place  to 
keep  their  toys.    For  each  of  the  following  objects,  list 
as  many  interesting  and  unusual  uses  as  you  c^n  think  of. 
Let  your  mind  wander,  and  try  ^^to  think  of  some  uses  that 
no  one  else  has  ever  thought  of.    List  all  the  ideas  that 
come  to  mind,  even  if  they  seem  silly  or  impractical*  You 
may  change  the  objects  to  suit  your  purposes*    Use  the 
back  of  this  page  if  you  need  more  space • 


Old  automobile  tires 


^^^^l^tiyntdy.  ;  ^  ;  


Old  newspapers 
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DMU-4 

FLUElfCY  HAS'^A  BETTER  IDrAI  I  I 

* 

1.    Think  of  4II  the  potfsible  ways  you  pould  get  to  school  In  the  morning. 


2.    Think  of  all  the  ways  you  could  peel  a  banana  without  using  your  hands. 


3.    Think  of  all  the  titles  you  can  for  a  new  popular  song. 


39'J   —  — 
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THE  PAPER  CLIP 

# 

Turn  on  your  Imagination  and  list  as  many  different  usea  for  a  paper  clip  as 
you  can  think  of.    If  you  need  more  room,  feel  free  to  usie  the  margins  or  con- 
tinue on  another  sheet  of  paper.    Do  this  activity  by  yourself    or  brainstorm 
with  a  small  group. 


1.   11. 

2.   12. 

3.  [  \   13. 

A.         '   U. 

5.   15. 

6.    16. 

7.    17. 

8.  •   •  18. 

9.  .   19. 

10.  '  20. 
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THE  PENCIL 


llT  °?f^vr  .8  nuiny  different  uses  for  a  pencil  as  you 

r,.t.-:;-  :;.=ri: 


1. 
2. 
3. 
4. 
5. 

7. 

9. 
10. 


11. 

12. 

13. 

lA. 

15. 

16. 

17. 

18. 

19. 

20. 
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«HAT  EVERYONE  SHOULD  KSOW  ABOUT  BWINSTOKMIHG  BUI  WAS  TOO  BUSY  TO  ASK 

I.  Purposes  of  brainstorming 

A.    To  create  'a  great  number  of  ideas  which  lead  to  more  quality  in  those 

■    B     io'on^n  people  up  to  sharing  Ideas  without  fear  "£ 

1:    Tc  eSle  members  of  the  group  to  build  on  each  others'  ideaa. 

II.  Procedure  '  •  ^ 
A.    The  leader  states  a  definite  problem. 

1.  Make  it  specific  and  simple. 

2.  Examples: 

a.    Name  everything  you  can  think  of  that  is  soft,  white,  and 

•      b.    ^it^o;her  uses  can  you  think  of  for  ^       tray?  " 
c.    In  what  ways  would  you  improve  a  school  pencil  to  maRe 

easier  to  use?  *  ,  •• 

B.  State  the  rules  for  brainstorming. 

\-  re';rid;asi^^:"eu:g:TsCout  as  ,ou  wan..o  :f ; 

3;    B^Ud  on  the  ideas  of  others.    Someone  may  give  you  an  idea  you 
can  elaborate  upon. 

C.  Restate  the  problem  and  as  the  children  give  their  ideas.  Hst  them 
on  the.  chalkboard  with  NO  comnent.  , 

d;    Af t«  15  to  20  minutes,  stop  the  brainstorming  and  comment  on  the 
amount  and  variety  of  responses. 

E.    Evaluate  each  idea  by  using  standards  you  have  set  up.  such  as! 

1.    Does  it  actually  solve  the  problem,  or  does  it  create  new  onesi 
,     Tit  ;Lru  "  rs^%h:1d:rlither  now  or  m  the  near  future, 

3.    Tr:  ilZre\l^l^ny  able  to  handle  it,    (is  it  compatible 
with  human  beings?) 
p.    Leave  on  the  chalkboard  those  ideas  the  children  decide  meet  ths 
criteria. 

III.    After  brainstorming,  discuss  feelings  and  how  the  ideas  came'  about. 
IV.    Each  child  may  take  any  idea  and  develop  it  on  his/her  own  by:  : 

A.    Making  a  labeled  diagram  or' design  of  the  idea  or  object, 
n      MAlcintt  a  model  of  the  idea.  t.  « 

chalkboard.  3^4 ')1 


DMC-2 


LIST  3EF0RE  YOU  LOOK 


Making  lists  Is  another  way  to  take  on  problems.    Mostly  people  make  lists  to 
help  them  remember  things.    Like  shopping  lists.    Or  chores.    Or  homework 
assignments.    Things  that  have  to  get  done* 

■1  •■ 

Another  use  for  ll^ts-  Is  to  help  you  think.  In  two  ways.  By  looking  at  things 
In  different  ways.    By  looking  at  things  In  more  ways.  . 

Here  are  some  list-making  warm-ups.    You  can  do  these  exercises  alone  or  with 
a  friend.    Comparing  lists  Is  fun.    (Don't  use  skimpy  pieces  of  scratch  paper. 
Glye  yourself  some. space  to  list.)   


Things  You  Know  * 

, These  are  things  you  need  to  pull  out  of  your  memory.    The  Idea 
Is  to  list  lots.    tic%  time  limit.    Stop  when  you've  thought  of 
all  you  can . 

List  all  the  foods  you  can  think  of  that  are  yellow. 
List  all  the  games  you  know  for  two  people  to  play. 
List  all  the  things  that  bug  you. 
List  all  the  Ice  cream  flavors  you  can  think  of. 

There  are  some  things  you  should  notice  while  you're  listing.  How 
did  you  get  started?    After  you've  listed  all  the  easy  ones/  what 
did  you  do?    How,  did  you  decide  when  to  give  up? 
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Things  That  Could  Be 

These  lists  are  not  of  things  you  know.    They  are  of  things  you 
could  do  with  what  you  know.    This  time,  set  a  time  limit  for  each 
list.    Two  minutes. 

List  all  the  uses  that  could  be  made  of  an  empty  tin  can. 

List  all  the  ways  you  could  make,  a  skateboard  go  uphill  by 
Itself. 

a  ^. 

List  all  the  ways  that  a  kid  could  earn  money. 

List  all  the  things  you  could  do  to  Improve  where  you  live. 

How  did  this  kind  of  list  compare  with  the  first  warm-up?    Did  the 
time  limit  make  a  difference?    Which  lists  were  longer?  Which 
were  more  fun  to  do? 


4 '.'3 
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FLUENCY  GAME 

Discuss  the  word  fluency » 
Divide  the  group  Into  teams. 

Assign  a  topic  for  the  team  to  brainstorm,  such  as  uses  for  an  umbrella. 
Allow  5  mljiutes  for  team  brainstorming  and  listing. 
Discuss  lists  and  i^scord  Ideas  on  chalkboard. 

Students  return  to  group  and  add  to  their  liats  something  no  one  else  has 
thought  of. 

Discuss:    How  dues  the  second  list  differ  from  the  first? 
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CRUNCH,  MUNCH 
(Fluency,  Flexibility) 


Some  of  the  words  In  our  laiiguage  Imitate  sounds.    Think  about  each  sound 
listed  below  and  then  see  if  you  can  think  of  a  few  words  that  describe  that 
sound.    Don^'t  be  afraid  to  make  up  some  words  of  your  own.    A  few  examples  are 
given  to  help  you  get  started.  ^ 


The  sourtd  of  people  eating  potato  chips 


The  sound,  of  church  beil^  ringing 


The  sound  of  logd  burning  in  a  fireplace 


The, sound  of  a  typewriter  in  action 


The  sound  of  racing  cars  in  a  race 
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WRITING  SOLUTIONS 


Try  writing  soiue  solutions  to  f.he  situations  listed  below.  See  one  situation 
to  brainstorm  at  a  time. 

1.    Write  as  many  ways  as  possible  to  handle  being  lost  in  a  cave  and  having 
laryngitis. 


^     List  as  many  ways  as  possible  to  get  Into  your  locked  car  without  4^maglng 
any  property. 


3.    How  many  ways  can  you  think  of  to  open  a  paint  can  that  has  a  stuck  lid? 


4.    How  many  ways  can  you  think,  of  to  earn  money  for  a  bike? 


5.    How  many  ways  can  you  think  of  to  Improve  almost  anything  1 
-Your  chair 

-Your  teacher's  desk  . 
-A  pencil 
-And  on  and  on 
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^  '  *  DMS-1 

4 

•■    INVENT  AN  ANIMAL 

Study  the  Imaginary  animal  pictured  arid  described  below,  and  then  create  your 
own  imaginary  animal,  combining  the  attributes  of  two  or  more  real  animals., 
Draw  a  picture  of  your,  animal*    Describe  it  and  write  a  story  about  it. 

(A)    THE  RABGERISH    (Name  of  imaginary  animal.)  .  • 


^    (B)    This  is  a-'  timid,  wild  animal  who  loves  to  eat  sea  carrots.  (Description.) 

'  (C)  .  As  he  was  grazing  around  the  bottom  of  the  ocean  munching  on  sea  carrots > 
he  stubbed  his  big  toe.    (What  happens  to  it.) 

'     (D)    "My  feet  hurt!"    (What  it  might  say.)  *  '  v. 

4')7        •  ■  ' 
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Finish  this  story.  Usi^  1,  or  one  as  many  flmes  'as 
you  can. 

0 

^Otie/d^y  Mary  wanted  to  buy  one  ^tunball.  [Mary  met 
one  of  her  friends  one  block  away  from  the'^^store. 

Kathy  sald^  "I  have  only  1  penny »  Mary.".  ' 

"That*s  funny.  •  1  have   '   - 


You  might  want  to.  try  another  story  using  the  words  two,  'to,  and  too, 
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SENTENCE  SYSTEMS 


DMT-1 


The  first  letter  of  each  word  Is  given  below.    Using  these  letters  make  5  different  sentences. 


E 

m 

8 

f 

r 

E 

m 

f 

r 

F,  * 

m 

6 

V 

f 

r 

r 

E 

m 

8 

f 

r 

m 


Mc»ny Wersions  of  this  activity  can  be  created  by  using  different  letters.    Or  write  the  letters  on  small 
squares  and  let  students  draw  five  letters. 
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TRIXIES 


Triples  are  disguised  words.    If  you  find  the  word  I  directly  under  the  word 
/  stand  you  know  that  this  represenes  "I  understand."    If  you  see  the  word  ahall 
In  snail  letters  enclobed  In  t)]fi  word  daed,  you  can  correctly  conclude  that 
this  coiBblnatlon.ls  "shall  Indeed."    To  start  you  off,  the  answer  to  No^  1  la: 
"To  overthrow  the  U.N.  would  Incur  f  dark  period  In  history." 


1  ' 

'  Throw  UN  INwoodGUR  KIS«TORY 


2.  estimate      whosfe    (  ) 
Don't        '  • 

''I  I 

3..    The  ,    [oj     and  the  '^^^ 


8 


s  I  ept 


EX2B  AMS  does  SU  not  RE  6S 
confident 


Hill 
5  . .  J  0  h  n 
Mass 

6.  VEST  «  MENT  ^^^^  UR*  0 
.  -7     Stand    TE  "ND       2  Taking 

'  •  I  Throw  my 


8.  She  herself  DIG  NATION 


I 
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A  LION  STORY 


A  big  Hon'  (same  into  the  de^k  and  ate  all  the  walla.    He  was  ao  ahiny  he 
never  had  enough  to  think  ao  airplanea  kept'  auay  from  him.    He  galloped  through 
the  table/ flew  up  to  the  door  and  hit  hia  beak  on  the  waatebaaket.    He  waa  ao 
long  he  met  hia  atem  aa  he  aame  through  the  other  window.    He  liked  to  aleep 
through  -hhe  rain,  hut  other  ohiokens  wouldn't  talk  to  him.    Hia  squeak  waa  out 
in  the  dark  and  ao  many  people  would  not  travel  with  him.    He  left  the  aarpet 
and  deoided  to  go  baok  to  the  bank  and  leave  aa  he  aame  in  through  the  lamp. 
•He ^ waa  often  in  the  ahair  but  took  good  oare  of  hie  ear. 


Rewrite  the  above  story,  substituting  your  own  words  for  the  words  in  the  story 
that  do  not  make  sense. 

Share  your  stories  with  the  class. 
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"I  COULD  HAVE  BEEN,  BUT..." 

Dlsciiaa  originality.    Dlacuaa  the  fact  that  the  ability  to  tranaform  vorda  or 
ideaa  into  clever  or  unuaual  reaponaea  ia  an  aaaet  to  anyone 'a  apeech  or  writ- 
ing.    Try  this  activity; 

Introduce  exaniple^  of  "I  could  have  been,  but^.."    The  atudenta  ahould  be 
w    aaked  to  think  up  an  unuaual  or  clevei:  reaponae  to  the  following  examplea: 

I  could  have  been  a  firecracker  (^ut  my  pop  wouldn't  let  me). 

I  could  have  been  a  chimney  (but  I  waan't  allowed  to  amoke) • 

The  teacher  ahould  point  out  that  the  mtecedent  muat  be  related  to  the 
product  or  conaequence. 

..Divide  clasa  into  three  to  four  groupa  and  give  each  group  three  to  four 
carda  of  antecedenta.    (See  following  pagea  for  carda  and  poaalble 
aolutlona.)  ^  ^ 

Groupa  brainatorm  for  clever  reaponaea  to  antecedenta.  r 

After  10  minutea  bring  groupa  together  to  ahai^e  their  reaponaea. 

Break  into  groupa  once  more  to  brainatorm  their  own  antecedenta  and  conae- 
quencea.  or  producta. 

Bring  groupa  back  once  more  to  share  their  antecedents  and  consequences  or 
products. 
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«  DMT-4 

(Cont.) 

Antftcttdent  Cardg 


1 

1. 

I  dbuld  have  been  a  tower  but 

•■i 

2. 

I  would  have  been  a  knife  but 

»*» 

3. 

I  could  have  been  the  wind  but 

/  , 

1  could  have  been  a  tailor  but 

'  1 

»» 

■■• 

i 

o 

I  could  have  been  a  steam  roller  btit 

6.  -  , 

I  could  have  been  a  magician  but 

.-1 

0 

4.M 
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DMT-4 
(Cont.) 


7. 


I  would  have  btcn  an  •Itctrldan  but 


9. 


.1  would  have  been  an  actor  but 


11. 


I  could  have  been  a  window  but 


8. 


>I  would  have  been  a  clock  but 


10.  , 

I  would  have  been  a  piece  of  elastic 
but 


12. 


I  could  have  been  a  door  but 
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(Coat.) 


V 


■ 

13.                ■      .  ^ 

0  * 

I  could  have  been  a  light  but 

1. 

14. 

I  could  have  been  a  circle  but 

.      ■  . 

1                                                        ■                        •  'V 

( 

I 

15. 

1 

• 

16. 

I 

t,                                                                                            >  » 

1 

17.                       '     -  . 

I  could  have  been  a  verb  but 

18. 

I  could  have  been  Tarzan  but 

406 


PoMlblc  Solutions 


.1  «ouldn*t  itand  for  It. 
<I  couldn't  cut  It. 

blew  It. 
.It  just  didn't  SMa  right. 
.It  was  too  dopr easing. 

.ay  aabltlon  kapt  dlaappaarlng. 

/     .  " 
.the  Idas  ahockad  my  parents.  * 

.that  waa  too  alamlng. 

.1  couldn't  play  the  part. 

but  that  would  be  stretching  It. 

.It  was  a  real  pane. 

•  I  wouldn't  handle  it. 

.1  wasn't  bright  enough. 

.1  wanted  to  go  straight. 

.the  idea  was  band* 

•I  was  framed. 

.1  was  too  tense. 

.1  couldn't  swing  it. 
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Notice  the  play  c^n  words  in  each  example  •  Try  to  create  more  silly  examples 
like  these,  ^ 

1«   .The  artist  who  couldn't  draw  flies • 


2.  Thq  owl  that  doesn't  give  a  hoot, 

3.  The  secretary  who  isn'.t  the  type. 

4«  The  chauffeur  who  can*t  drive  a  nail/ 

5«  -The  outfielder  who  couldn't  catch  a  bus.  ^ 

6.  The  undertaker  who  wbuldr/t  bury  the- hatchet. 

7.  The  dermatologist  whose  patients  got  under  his  skin. 

8.  The  puppeteer  who  wouldn't  string  along. 

9.  The  butcher  who  made  cutting  remarks. 

10.  The  weight-lifter  who  couldn't  r^-'se  the  rent. 
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AUITERATIOMS 


An  allltftratlon  It  the  placing  together  of  two  or  nore  words  beginning  with  the 
■■■e  or  closely  slnllar  words. 

Short  Alliterations 

1.  BUsy  bee  • 

2. ^   Fair  or  foul  '     ^  . 

3.  Higgledy-piggledy 

4.  Now  or  never'  ^  . 

5.  Spick  and.  span  >  « 

Long  Alliterations 

1.  A  nplse  annoys  an  oystar  but  a  noisy  nolaa^annoys  an  oystat  more. 

2.  How  nuch  wood  would  a  wood  chuck  chuck.  If  a  wood  chuck  could  chuck  wood. 

3.  Sistar  Suslap ' seated  saranaly  on  the  aatln  sofa,  aavs  silk  socks. 

Longer  Alliterations 

1.    She  sells  sea  shells  on  the  sea  shore.    The  shells  she  aells  are  sea  shells 
I'm  sure';  and  If  she  sells  sea  shells  on  the  sea  shore  then  I'm  sure  she 
sells , sea  shore  shells . 

.2.    SWan  swam  over  the  sea 
Swim  swan,  swim 

Swan  swam  back  again  ^ 

Well  swum,  swan!  '     ,     '  «  .    ^  . 

'     «  *  •' 

3.    A  skunk  stood  on  a  stump.    The  sttimp  thunk  the  skunk  stunk 
But  the  skunk  thunk  the  stumj^  stunk. 

Alliterative  Proverbs 

Manjr  proverbs  owe  much  of  their  popularity  to  alllteratiye  appeal.  Not  only  do 
.like  sounds  please  the  ear,  but  they  assist  the  memory.    Here  are  a  few: 

1.  The  fat  Is  In  the  fire. 

2.  As  fit  as  a  fiddle. 

3.  Last  but  itot  least.  ^ 

4.  Practice  what  you  preach. 
5..    A  barking  dog 'seldom  bites. 

Now  see  what  you  can  do.    Be  divergent  and  think  up  some  alliterations  and 
alliterative  proverbs  of  your  own. 
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STRETCHING  EXERCISES 
What  FOOD. is  like  SHOE  LACES?  ^ 


Why?  


A  SNOW-TOPPED  MOUNTAIN  16  like  ,  .  '  " 

because 


What  ANIMAL  do  you  think  Is  like  a  BALL? 


Why? 


What  LIVING  THING  do  you  ^^hink  is  like  a  BULLDOZER?  ' 


Why? 
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WHAT  iOI  IMPltOVBfENTI  1 1 1 

Try  to  US*  your  originality  and  fUxlblllty  In  asking  soae  ob J tct  better. 
Remenber  soae  of  the  things  ^ou  can  do  to  liq>rove  on  what  we  have  nowi 

Look  at  the  attrlbutee  (charaHterlatlca)  of  the  object  and  decide  how  you 
could  change  th^m. 

..." 

-N  A  G  N(I  FT  the  object  or  Its  parts  ;..iiake  then  bigger. 

-Minify...  aake  the  object  or  Its  parte  smaller.  . 

-Add  I  M  >  n  1 1 1  other  things  to  the  object. 
..  -Subtract  — ~  and  substitute  other  aster lals,  colors,  designs. 
-R*  r  \K        the  parts  of  the  object,  pu^  thea  In  better  places. 

A  IT  - 

NOW  select  one  object  from  below  by  placing  your  pencil  In  ;:he  alddle  of  the  , 
circle  and  giving  It  one  twist.    Where. your  pencil  lead  points  will  deteralne 
your  object.  "  ' 

S  H  0  E  S'  '  ■ 

V 

Automobile  Electri'cJ  Lamp 

ecord  Player  '  Dog  Food 

* 

B/ieycle  Telephone 
sid   ■  ' YoYo 

TextlDOOk       °    ,  Pen 

t 

Ice  Cream  Cone  Baseba  I  I  M i tt 

"    ••  J  ■  ■ 

Address  Label  '    Coat  or'  Jacket* 


Bathroom  Sea  I e  ' 

Nextt  braliistorm  all  Improvement  a  you  can  find.  '  ^  ? 
Thettt  dealgn  and  label  your  Improved  objecta*  ^  - 

'    O  '  411     4  O  1  i  ' 
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WHICH  IS  FASTER  -  A  TABLE  OR  A  CHAIR? 


In  this  lesson  you  will  compare  things  that  usually  are  nqt  compared,  so  let 
your  imagination  guide  Vou.    There  are  no  right  or  wrong  answers.    Pick  t^e  . 
word  that  excites  you^  and  circle  it/ ^Then  explain  your  choice.  ^ 


Which  LASTS  longer? 


AN  ICE  CUBE  ,       A  COOKIE, 

Why?  ".  ■_  


Which  is  QUIETER? 


A  KNIFE  .  A  WHISPER 

i 


Why?. 


Which  WEIGHS  more? 


DMI-2 
(Cont.) 


A  SCREAM 


A  BAG  0^*  POTATOES 


Why? 


Which  is  FASTER? 


A  TABLE 


A  CHAIR 


Why? 


<)0 


I 
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ASSIGNING  REASONS  TEST 


Below  are  some  questions  to  which  you  are  asked  to  assign  short,  one-line  rea- 
sons.   Your  reasons  should  be  plausible,  although  It  Is  perfectly  all  right  If 
they  are  unusual.    A  good  reason  Is  one  which  after  hearing  It,  the  lleftener 
might  say,    ''Yes,  that  Is  a  distinct  possibility  which  I  didn't  think  of." 

Example:    A  agreed  to  sell  B  his  car  and  B  agreed  to  buy  It.    But  when  A 
brought  t)ie  car  to  fi's  house,  no  sale  was  made.  Why? 

a)  B  had  died.  *  , 

b)  B  had  disappeared. 

c)  B  went  back  on  his  word. 

d)  The  car  was  not  In  the  shape  A  had  represented  it  ^o  be. 

e)  A  did  not  have  full  title  to  the  car. 

Remember  to  make  your  answers  both  plausible  and  unusual.    Keep* them  short. 

r 

I 

1 

1.    Why  do  people  wear  clothes? 


a) 

b) 
c) 


d)  :  

e)  "   

2.  Why  did  Miss  Jones  quit  teaching? 

a)   .  

b)  L  :  

c)  ■ 

d)  :  ^  

 .  .  

3.  B  wished  to  buy  meat,^nd  5,  a  storekeeper  who  had  meat  on  hand,  wished  to 
sell  some.    But  no  sale  took  place.  Why? 

a)  ^  

4?[ 


b) 
c) 


d)      -  ■ 


ERIC 
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Assigning  Reasons  Test  (pege  2) 


4.    C  waji  a , candidate  for  president  of  a  club.    In  the  balloting  no  one  . 
received  more  votes  than  C,  yet  C  did  not  become  president.  Why? 


a) 
b) 

c) 
d) 
e) 


5.  A  bank  was  Informed  that  a  robbery  was  j^olng  to  take  place.  Nevertheless 
the  robbery  was  carried  off  successfully  and  th6  robbers  escaped.  Why? 

^  '  '  •  •  • 

a)   -  

b)   _j  ^ 

■=)_  ;  ^  . — -  :          •.  • 

d)         '  ■     •  •   '  ^  .  ■■  

«)  _  ■■      — — .   .. — —  

6.  A  policeman  finds  B  dead  on  the  street  and  A  near  the  scene  with  a  gun  in 
hand.    A  later  acUi^tted  that  he  shot       yet  A  escaped  an  indictment  for 
murder.  Why? 

#x  [  

b)  [  

c)  •  ..  

d)  [  _^  

e)  


7.  A  man  performed  a  certain  act  which,  while  legal  and  not  immoral  or  Injur- 
ious, was  both  unnecessary  and  unprofitable  to  hlm-ftr  to  any  other  person. 
Why? 

a)   ■     . 

b)  .  

c)   :  

d)   ■  

e)   
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Assigning.  Reasons  Test  (page  3) 

8. 

A  game  hunter  spared  the  life  of 

an  elephant  he  encountered.  Why? 

a) 

'. 

b) 

c) 

d) 

e) 

9. 

X  loved  y  more  than  Z  but  married 

Z.  Why? 

a) 

b) 

c)  ' 

• 

• 

d) 

e) 

\ 

10. 

An  old  man  had  three  children,  i4, 

Bf  and  (7.    A  and  £  were  generally  con«- 

slde^ed  to  be  more 

worthy  than  C. 

Yet,  when  the  old  man  died,  he  left  all 

his  estate  to  C.  Why? 

a) 

• 

b) 

c) 

- 

d) 

d) 

• 
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Letting  Your  Mind  Run  Wild 

There  are  times  when  thinking  crazy  on  purpose  is  a  good  idea. 
Not  acting  crazy,  thinking  crazy.  You  can  let  your  mind  run 
wild  in  different  ways.  Try  these  running, wild  exercises. 

Make  a  list.  The  topic  is:  What  this  world  needs  is  ... . 

See  how  many  possibilities  you  can  think  of. 

Lots  of  things  might  have  been  invented  just  that  way.  Who 
ever  thought  there  could  be  an  oven  that  could  boil  water  in 
a  cup  without  the  cup  getting  hot,  that  could  bake  a  potato 
in  four  minutes?  Who  ever  thought  there  could  be  a  machine 
small  enough  to  fit  in  your  hand  that  could  do  all  your  arith- 
metic for  you?  Someone  did.  The  ideas  may  have  seemed 
crazy  at  one  time.  But  they  came  true.  How  many  things  in 
science  fiction  stories  have  come  true? 

If  you  like  to  draw,  try  these.  Draw  a  solution  for  each  of 
these  problems. 

A  machine  that  would  automatically  make  your  bed  in  the 
morning. 

A  machine  that  would  help  you  go  to  sleep. 
A  peach  picking  machine. 

A  machine  that  would  turn  the  pages  of  a  book  when  you're 
reading  in  bed  and  your  hands  are  cold. 


d  o ';' 
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ELABORATE 

ON 

THIS... 


1.  The  children  work  In  groups  of  4-6  people.  / 

2.  One  child  Is  chosen  to  be  the  recorder. 

•     /-  ' 

3.  Another  child  reads  the  first  line  of  the  story  aloud.    (See  next  page  for 
story  lines.) 

A.    Then  each  child  adds  a  line  to  the  story  as  the  recorder  writes  It  down. 

5.  After  a  group  Is  finished  (times  will  vary),  the  recorder  reads  the  story 
aloud  to  be  sure  It  makes  sense  and  follows  In  sequence. 

6.  The  group  then  plans  how  to  present  the  story  to  the  other  children.  Some 
possibilities  are: 

-Read  the  story  aloud  (various  children  read  different  parts) . 
-Have  a  narrator  and  others  pantomime. 
-Dramatize  the  story. 

-Any  other  ways  the  children  decide  to  present  It. 
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5T0RY  LINES 

"It's  not  so  bad  being  a  giraffe,"  said  Herman^  to  Abigail  as  they  loped 
across  the  plains  of  Africa.  '  ^ 

As  he  looked  Into  the  kitchen  window  of  the  house  next  door,  Rob  thought,  "Boy, 
nobody  vill  ever  believe  this!"  i 

RAndy  Rlghtguard  decided  he  must  see  a  doctor.    Not  that  anything  major  was 
wrong  with  him.    It  was  Just  that  his  sense  of  smell  and  taste  were  beginning 
to  act  strangely. 

Judy  didnjt  know  what  to  do.    She  had  just  gotten  out  of  bed,  looked  in  the  • 
mirror,  and  discovered  she  couldn't  see  herself. 

After  searching  for  fifteen  years  and  a  great  deal  of  hardship,  Dr«  Art  I«  Fact 
was  ready  for  his  reward.    The  door  to  the  tomb  had  been  cleared  of  debris  and 
he  stood  ready  to  open  it. 

The  night  was  dark  and  gloomy  as  Ezra  Dimlitt  walked  the  mile  and  one--half  from 
his  bus  stop  to  his  home. 

Today  was  a  great  day  for  Emma  Golightly.    At  last  she  had  a  chance  to  stay 
home  and  get  her  house  cleaned.    When  the  doorbell  rang  she  happily  went  to  the 
door  and  opened  it  widely.    Her  smile  froze  on  her  face  when  she  saw  who  was 
there .  t  . 

As  Sam  R.  Salt,  the"  great  trapeze  artist,  swung  across  the  main  ring ^of  the  cir- 
cus, he  looked  over  at  his  landing  platform  and  gasped. 

Fishing  was  Fhillet *8,  only  pleasure  itt  life.    HeM  takep  his  gear  up  to  his 
favorite  lake  and  was  now  enjoying  the  excitement  of  trying  to  land  a  big  one. 
Suddenly,  Phillet  heard  a  strange  noise  in  the  water  next  to  his  boat.    As  he 
turned  around  he  saw  the  strangest  thing  happening  in  the  lake. 

Hi  Tyme  loved  the  adventure  of  being  an  explorer,  but  this  was  becoming  one  of 
the  worst  moments  of  his  life. 
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CONSEQUENCES 
(Originality,  Elaboration) 


Sometimes  it  is  ft^n  to  let  your  mind  wander  and  imagine 
all  the  things  that  would 'happen  if  an  unusual  situation 
were  to  occur.    For  each  of  the  following  situations,  list 
as  many  possible  consequences  as  you  can  think  of. 


What  would  happen  if  there  were  no  such  thing  as  dark- 
ness or  night?    Two  examples  are  given. 

Cn^^y  Aii^iPjrl^  /yiyit.  /moor/.  J)Oy)/rlPjQA^j\j  

a^oj  nr^/r  ^T^^y/.  Jjp.  ^Atoj  jjjiyij^tL  /riot  A^  ^yjJPi?j^. 


What  would  happen  if  automobiles  were  completely  banned  tomorrow  because  of 
pbllutlon? 
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DANCE  OF  THE  BOXES 


In  this  lesson  let  your  mind  wander  from  word  to  word. 

The- first  word  will  be  given,  to  you. 

Write  In  the  word  or  words  It  makes  you  think  of. 


For  example,  when  ybu  see  the  word  SMOKE 
you  might  think  of  FIRE. 

What  other  word  does  SMOKE  make  you  think  of? 

Choose  a  word  that  doesn't  mean  the  same  thing  as  FIRE. 

Write  it  in  the  blank  box. 


From  Making  It  Strange  .(New  York:    Harper  and  Row  Publishers,' 1968)  . 
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Nov  try  one  on  your  oim« 
,  What  two  words  com  to  mind  Vhen  you  think  of  the  word  TRAIN? 


Let/  your  imagination  go,  and  see'  where  your  two  woras  take  yot 


From  Making  It  Strange  (New  York:    Harper  and  Row  Publishers,  1968). 
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It  !•  fun  to        what  word  coiMa  to  mind 
«ft«r  you  hava  lookad  at  two  othar  worda. 
For  axaapla,  what  do  you  think  of 
whan  you  aaa  tha  worda  FLAT  and  HOT? 
Wrlta  your  anawar  in  tha  blank  box. 


DMI-7 
(Cont.) 


\  1 
\  "  '  ■ 

Use  the  Wprd  WAX  to  start  this  Dance  of  the  Boxes. 

\ 


0 


From  Making  It  Stvange  |(New  York:    Harper  and  Row  Publishers,  1968) . 
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Try  a  Supir  Box  Danes I 
Juflt  fqllow  tha  Unas 

and  wrlta  your  worda  in  the  blank  boxes.  ^ 


H2)w  Is  your  Ijtst  word  like  your  first  word? 


/ 

How  is  it  different? 

\ 

1  ■ 

from  Making  It  Strange  (New  York:    Harper  and  Row  Publishers,  1968). 
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ANSWERS  ' 
DlfT-2  TRIXIBS 

1.  To  ov«rthfow  th«  U.N.  wcu^d  incur  a  dark  period  Iri  history. 

2.  Don't  undarMtlaata  whose  parent  this  Is  (parenthesis). 
3.,  The  conmodore  overate  and  the  captain  overslept. 

4.  To  be  overconfident  between  exams  does  not  Insure  success. 

5.  An  address:    John  Underbill 

Andover,  Hassachusetts 

6.  A  fine  Investment  begins  when  you  are  asked  to  risk  (asterisk)  nothing. 

"  '■  »  ■ 

7.1  understand  you  Intend  to  overthrow  my  under tf^klng. 

8.    She  ±A  beside  herself  with  Indignation. 


« 


-  J 


r 


or 
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DIVERGENT  PRODUCTION  TASK  CARDS 


Task  cards  created  for  use  with  the  divergent  production  factor  are  presented 
on. the  following  pages. 

The  task  cards  have  also  heen  printed  on  a  heavier  stock  and  sets  (Stock  No.  4i- 
S-99A1)  nay  be  ord'ered  through  the  Office  of  Materials  Development  (telephone^ 
293-8140). 
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'  Task  Card  1 

GHOST  SQUARES  ' 

Playing  Board:  » 

Makf!  a  6"  x  6"  matrix  of  3*6  squates  ruled  out  on  a.  piece' of  cardboard,  lamlnatad 
or  covered  with  contuct.  '    '       .  \ 

Rules;  "    -  '  a        \  ' 

r  ^  "  ' '  '  - 

The  first  player  writcd  any  letter  in  any  square.    The  second'player  writes  a 
letter  in  an  adjoining  square.    If  he/she  can  mak^  a  two-letter  word,  he/she 
scores  two  points,  and  draws  a  line  through  the  word.'  .If  not, Player  1  tries 
to  complete  the  word,  earning  three  points  (becuuce  it  is  a  three- letter  word), 
and  so  on>  ,  ' 

■       ■  •     '  ■  •       '  >• 

The  person  finishing  the  word  starts  a  new  word.    At  the  end' of  the  playing 
time,  the  person  with  the  highest  score  wins. 


4  ^  7 
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Taak  Card  2 
^    SILLY  SIMILES 

'  *  ^  . 

Playing  Boitrd; 

Provide  an  8-lncK  square  piece  •^of  cardboard' on  which  has  been  drawn  a  4'*  x  4" 
matrix  or  16  twq-lnch  squares.    Inside  each  square  write  the  start'  of  similes 
such  as:    Big  as.  Brown  as ,  Little  as,  etc.    A  spinner  is  sectioned  off  into 
triangles  with  the.  numbers  1  through  '8. 

^terlals  Neg^dec^t 

-Paper  '  • 

-Pencil  ^ 
-Board  ot  phrases  . 
-{Spinner     '    ^         '  r 

Object;  •  .  ' 

To  see  how  many  similes  and  creative  similes  you  can  make  using  the  phrases 
from  the  board. 

Rules:  .  ^ 

The  game  mdy  be  played  as  an  individual  activity  or  as  a  competitive  game  with 
other  players  at  other  boards.    Two  players  may  play  at  one  board  at  a  time. 

.To  start  the  game,  each  player  chooses  a  different  phrase  from  the  board.  Each 
one  spins,. the  dial.    The  numbet  on  which  the  spinner  lands  is  the  number  of 
similes  he  or  she  must  make  ftom  that  one  phrase.    Players  write  almlles  such 
as  ••busy  as  a  bee,"  "sly  as  a  fox,"  and  so  on.    As  soon  as  the  player  is  fin- 
ished writing  the  similes,  he/she  chooses  another  phras^,  spins  the  dial,  and 
writes  down  the  number  of  similes  the  spinner  indicated.    No  player  ^  as  to  wait 
for  another  player  in  order  to  spin  the  dial.    Proceed  in  this  way,  writing 
similes    for  three  minuses.    Everyone  in  the  group  then  counts  up  the  similes 
written.    The  one  wl^h  the  most  similes  wins  the  gome.    No  player  can  choose 
the  same  phrase  twice,  nor  may  he/she  write  the  same  simile  more  than  onqe. 

To  make  the  game  more  challenging,  add  some  action  or  description  after  the 
comparison,  for  example:    "Busy,  as"  could  be  written  "busy  as  a  ball  at  a  ping 
pong  match"  or.  "busy  iis  a  mouse  in  a  cheese  factory ."    The  game  is  played  in 
exactly  the  same  way  as  before  except  when  counting  up  the  scores  no  points  are 
given  for  one  that  is  merely  a  straight  comparison  with  no  action  or  descrip- 
tion added ^  ^ 

Time  could  be  Increased  to  five  minutes  at  the  beginning  of  the  secoad  part  of 
this  game  if  desired • 

I 
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Object;  '  l'. 

—  I     •         ■  .  ,  ; 

to  UTitii  as  many  words  as  possible  In  three  minutes  to  match  the  sentence  as 

the  wheel  Is  turned •  '  , 

■  ■  >  ■  •  • 

Number  of  Players;  6 

Mauerlals  Needed;    6  fluency  wheels 

How  to  Make; 

■ 

Two  large  circles  are  cut  out  of  tagboard  for  each  wheel  sectioned  off  in tO; four 
sections*    A  sentence  is  written  in  each  section  such  as:    List  everything  that 
is  white  £|nd  round;  How  many  ways  can  a  bee  sound?    On  the  section  of  the  wheel 
cut  away  one-fourth  of  the  circle  in  pie-shape  fashion.    Put  this  circle  on  top 
of  the  typed  circle  and  fasten  together  in  the  middle  with  a  brad  so  that  the 
cut  awa>  circle  on  top  is  easily  moved. 

Rules;      -  . 

Each  player  Is  given  a  wheel,  a  piece  of  paper,  and  a  pencil •    At  the  word  "Go," 
players  turn  the  wheel  to  one  of  the  four  sentences.    They  write  down  as  many 
words  as  possible  that  go  vith  the  sentence  within  three  minutes.    At  the  end 
of  three  minutes^  time  is  called.    The  players  turn  to  another  sentence  and 
start  in  writing  words  again  for  three  minutes.    The  same  procedure  takes  place 
again  for  the  last  two  sentences.    The  player  with  the  most  words  wins. 


\ 
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Task  Card  4 


GAME  PICTURES 


Object; 

To  draw  a  meaningful  picture  and  a  title  for  each  doodle  within  a  one-minute 
time  period. 

Number  of  Players;    Any  number,  1-2  to  each  board 
Ho  ^  to  Make; 

This  Is  a  board  of  26  different  squlggles  within  circles;  the  circles  are 
placed  on  the  paper  In  two  ovals. 

Rules: 

One  to  two  players  to  a  board*  Each  player  is  given  a  9"  x  12"  piece  of  paper. 
Instructions  are  given  to  fold  the  paper  into  eight  squares* 

Each  player  chooses  a  picture  from  the  board*    When  the  signal  is  given  to 
start,  each  player  draws- a  meaningful  picture  from  the  squiggle  within  one  min- 
ute.   Time  is  called.    Players  choose  another  picture  and  again ,  at  the  call  of 
"Begin,"  draw  another  picture  in  another  square  within  one  minute.    The  same 
procedure  is  followed  for  the  remaining  six  squares. 

To  add  to  the  game  a  three-minute  period  could  be  given  to  cjive  a  meaningful 
title  to  each  picture. 

There  is  no  winner  in  the  game,  but  sharing  of  each  response  to  each  doodle 
makes  the  game  a  fun  one. 


432 


Task  Card  5 

ATTRIBUTES 


Object: 

To  think  (ii'  as  many  words  as  possible  from  the  pairing  of  two  words. 
Number  of  Players;    2  or  more 

J 

Hoy  to  Make: 

Driiw  a  circle  approximately  5-1/2"  In  diameter  on  a  piece  of  cardboard.  Think 
of  12  descriptive  words  or  adjectives  to  place  around  the  circle. 


Rules : 

One  player  throws  one  die  to  find  the  first  attribute,  the  second  player  throws 
2  dice  to  find  the  second  attribute.    Put  the  two  attributes  together  and  think 
of  as  many  words  as  possible  that  have  both  attributes.    For  instance,  you 
throw  a  7  then  an  11  "large  and  useful."    How  about  a  refrigerator,  stove,  air 
conditioner,  train,  and  airplane?    A  time  limit  of  five  to  10  minutes  for  writing 
of  the  words  may  be  set  by  the  players. 
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Task  Card  6 


^  SUBSTITUTION 

*•  .  «.  -  ' 

I 

Most  card  games  are  designed  for  a  specific  age  group — simple  games  of  guess 
and  chance  for  young  players »  g^ames  of  skill  ind  strategy  for  older  kids  and 
adults.    Here's  a  rare  find.    A  solitaire  game  that's  fun  and  easy  for  a  six- 
year-old,  yet  Intellectually  stimulating  (and  sometimes  quite  difficult)  even 
fQr  "ElnstelnsJ'    More  good  news*    It  takes  only  a  few  minutes  to  make,  and 
about  the  same  time  to  learn  the  rules « 

Materials  'deeded ;  - 

Paper  -  -  .^'v 

Pendll  (or  crayon) 

Tools :  Scissors 

Construction;  •  i;  \ 

Cut  about  20  small  squares  of  paper*    The  exact  size  and  quantity  are  unimpor- 
tant .    You  might  try  cutting  an  Index  card  In  two •    On  half  the  cards  draw  a 
circle  symbol,  and  on  the  remaining  cards* draw  a  square  symbol.    For  easy  recog- 
nition, especially  If  kids  are  playing.  It's  a  good  Idea  to  give  each  symbol 
Its  own  color,  making  for  example,  all  circles  blue  and  all  squares  red. 
These  ar^  the  game  cards*    Now  make  the  rule  cards.    Cut  about  ten  larger 
strips  of  paper  or  use  uncut  Index  cards*    On  each  of  the  strips  write  a  circle 
and  a  square  equation*    Here  are  some  examples  chosen  from  the  total  number  of 
possible  permutations*    Use  these,  or  any  of  the  other  possibilities: 

smmo-w  'iiOBB^  poo-mJ 


''(■■■OB)'^B0'' 


How  to  Play;  .  .-.  . 

1.  Shuffle  the  game  cards. 

2.  Lay  out  all  the  game  cards  In  a  row,  face  up,  In  their  shuffled  order. 
We've  chosen  to  use  fourteen  v.ards: 


lOoaoaBioBooao 


3*    Shuffle  the  rule  cards,  pick  the  top  two,  and  place  them  below  the  row  of 
game  cards,  face  up: 


Game  cards: 
Rule  cards: 


ooaoaaBOBOoao 

lO'O  oBO-a 

41;: 
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(Cont.) 

A..  The  object  of  the  game  la  to  use  the  substitution  equations  of  the  two  rule 
cards  to  reduce  the  row  of  game  cards  to  as  few  as  possible.  A  single  card 
remaining  Is  the  beat  you  can  do;: 

Here's  an  example  of  playing  the  game,  using  the  card  set-up  which  appears 
above. 

i 

1st  play:    Acting  upon  the  substitution  equation  of  the  left-hand  rule  card, 
the  player  removes  cards  and  substitutes  a  fj^  card: 

'  .O     '        '      -  ■ 

■  00(@1BBOBOOBO 

2nd  play:    Using  the  left-hand  substitution  rule  again: 


.O 

OOO  ■■(gpjBCOlO 


'3rd  play:    And  again: 


■ooo«(il9)BOoio 

4th  play:  Now  acting  upon  the  right-hand  substitution  rule  card: 
5th  play:    Using  the  right-hand  substitution  rule  again: 

. — 

OOBBOQfO) 

6th  play:    Now  the  left--hand: 

..o 

7th  play:    Now  the  right: 


id! 


8th  play:    Now  the  left  again: 

End  of  the  game — no  more  substitutions  can  be  made.  Too  bad,  we're  left  with 
three  cards:  >  ' 

O 
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Task  Card  6 
(Cont.) 

Obviously I  any  specific  combination  of  gane  and  rule  cards  can  have  many  dif- 
ferent 8olu,tlon8|  and  the  length  of  the  starting  line  to  some  degree  deter- 
mines difficulty •    A  sophisticated  player  will  plan  strategies  many  moves 
ahead.    If  you  want  even  more  of  a  challenge,  here  are  a  few  game  variations: 

Same  game,  but  this  time  you're  allowed  to  use  the  rule  cards  also  in  reverse, 
that  is,  you  can  use  the  equations  to  lengthen  as  well  as  shorten  the  row.  The 
object  is  still  to  end  up  with  the  shortest  row. 

Start  with  a  single' game  card  and    two  rule  cards.    Try  to  lengthen  the  row  to 
use  all "same  cards. 

As  a  competitive  game,  have  two  or  more  players    each  with  identical  starting 
rows  and  rule  cards.    See  who  does  best. 
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NUMBER  ANIMALS 


Task  Card  7 


Moke  a  number  shape.'  -,Use.  the  shape  to  make  an 
animal..    Turn  the  shapes  on  the ir  sides  or  ^ 
_ upside  .down.    Use  one  shape  or 
.  shape?. 


o 
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NUMBER    PEOPLE  ' 
number  shapes    Then  make  a  person. 

r 

You  may  use  more  than  one.. 


Task  Card  9 


THE 


A  MjA  Z  I  N  G 

FOOL-PROOF 
•   EGG  ' 
DROP 
DEVICE 


A  CONTEST.  !!1H 


COTTON 


Design  a  package ^to  hold  &  ray  egg  so  that  when  the  egg  Is  dropped. 

from  the  roof  of  the  school,*  It  WILL  NOT  BREAK! ! ! 

Be  creative.         r   "  ^        ■  , 

Use  any  materials  you  can  find. 

Have  a  prize  for  the  winner. 


\  4. 


*The  package  may  also  b6  tested  by  dropping  It  from  the  top  ot/a  ladder  or  from 
a  second-story  window. 
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WHAT  IS  THIS? 


Task  Card  10 


^.6 


What,  Is  this? 


■  f 


What  is  this?  Where  do  you  find  it?  Can  it  talk  or  sing?  Color  it.  Put  nrre 
lines  on' It  and  tell  all  about  It  . 


Did  you  make  up  a  story  about  thll^  dr&wlng?    Do  the  new  things  you  added  help 
I  you  make  better  descriptions  In  your  ^tory?    Or  give  you  new  Ideas  ^or  the  whole 
'  stoty?    Adding  new  Ideas  onto  old  Id^as  Is  called  elaboration  (ee-lab-o-RAY-shun) 

-  A40  ' 
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EXAGGERATIONS 


Taak  Card  II 


Read  the  sentences  and  underline  any  parts  that^.you  think  are  exaggerations. 
Example;  Paul  Bunyan,  ^he  Immense  lumberjack combed  his  hair  with  a  cross- 
cut  sav;  he  also  brushed  his  beard  with  a  small  pine  tree. 

1«    During  the  winter  of  the  blue  snoW|  Babe's  mother  was  so  distressed  she 
«.*an  away  and  left  poor  Babe  In  the  snow, 

2.  Paul  Buhyan  tpok  the  forlorn  little  beast  home  although  he  thought  a  blue 
ox  was  a  strange  looking  creature. 

3.  The  lumberjack  was  so  Immense  that  he  could  not  be  measured  In  feet  and 
Inches. 

4«    Tne  bunks  for  the  men  were  In  buildings  as  high  as  mountains. 

5.    Many  of  tKc  lumberjacks  used  parachutes  to  get  down  from  the  upper  bunks. 


Use  your  own  Ideas  for  completing  the  story  below:  Exaggerate  as  mu&h  as  you 
wish. 

The  men  In  Paul  Bunyan's  camp    and  all  those  at  his  macaroni  farm 
often  played  jokes  or  tricks  on  each  other.    Usually  they  were  careful 
not  to  play  the  kind  of  jokes  or  tricks  that  would  make,  anyone  feel 
distressed.    But  one  joke  that  was  played  frightened  oi>^  of  the 
younger  lumberjacks. 

For  several  days  after  the  young  man  arrived  at  the  camp,  he  heard 
the  other  men  talk  about  a  ferocious  beast  that  often  came  to  the 
camp. 

'"It  creeps  in  at  night,"  said  one  man.    "If  It  even  touches  i  man, 
ne  xzannot  get  away  from  it." 

One  night,  when  the  young  lumberjack  got  into  his  bunk,  something 
clawed  at  him.    He  felt  sure  it  was  the  queer  beast  of  which  he  had 
heard.    He  leaped  out  of  the  bunk,  but  the  beast  seemed  to  leap 
with  him.    The  yourtg  man  yelled  for  help. 

When  the  other  lumberjacks  laughed,  the'young  man  knew  it  was  not 
the  terrible  beast  that  was  clinging  to  him. 

WHAT  DO  YOU  THINK  IT  WAS? 

Write,  an  ending  for  this  story. 


Write  some  of  your  own  exaggerations! 
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Task  Card  12 

HELP  WANTED  HELP  WANTED  HELP  WANTED  HELP  WANTED  HELP  WANTED  HELP  WANTED 


I    TEACHER  WANTED  —  VACANCY  | 


\ 


/ 


Write  an  advertisement  for  a  teacher  you  want  to  hire. 
List  all  the  necessary  qualifications. 
What  kind  (^f  person  are  you  looking  for? 
What  do  you  want  him/her  to  do?    Or  to  be? 
What  are  your  expectations? 

/  . 

Compare  ads  with  those  of  your  classmates.    How  do 
your  ideas  differ  from  others  iii  the  class? 
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Task  Card  13 


WHICH  DOOR  WOULD  YOU  OPEN? 


Illustrate  three  or  more  different  doors  (as  in  sample) . 


Brainstorm  a  list  of  all  Lhe  different  doors  a  person  might  enter  in  one  day*** 

-A  dentist *s  door 

-A  castle  door 

-A  spaceship  door 

-A  department  store  door 
Create  your  own  door  out  of  construction  paper* 

Write  about  an  adventure  that  happened  to  you  when  you  entered  your  door. 
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Brainstorm  all  the  fun  things  you  can  do  with  your  hands. 
Trace  your  hands  on  paper. 

Cut  out  the  tracings  and  write  your  ideas  on  them  or  illustrate 
your  idea3  on  them. 

Make  a  FLUENCY  bulletin  board! 


4^  ' 
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Task  Card  15 


??  W  H  A  T    I  F, 


?? 


-You  had  an  eye  on  the  end  of  your 
finger... 

-A  neck  as  long  as  a  giraffe *8«ee 

-A  nose  on  top  of  your  head... 

-Wings 

-HU-U-U-U-U-U-U-U-GE  feet ... 


Draw  yourself  with  one  of  these  hew 
attributes.    Write  a  story  about 
your  life. 


44 
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Task  Card  16 


INVENT  A  CLASSROOM  PLANET 


1 

Draw  a  classroom  planet » 

* 

Give  it  a  name,  a  money  system,  a  culture,  a  government,  and  a  code 
Who  lives  on  this  planet? 
Write  about  your  visit  to  it. 


Jo 
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Task  Card  17 


Rftci    IT'S  A  SCHNEEP! 


Create  your  very  own  imaginary  creature II 

Pretend  It  only  visits  Earth  every  200 
years  and  just  today  landed  In  your 
classroom.    Or  In  your  room  at  home. 


Give  It  a  name  and  physical 
characteristics. 

Make  drawings. 

Build  a  creature  domicile. 

Make  a  zoo  of  everyone's  creatures. 

Classify  them  according  to  their 
attributes. 


Id 

.  Task  Card  18 

CREATIVE  IDEAS  ABOUT  ANIKALS* 

1.  If  you  could  have  one  pet,  vhat  pet  would  you  choose?    Why?    Hpw  would  you 
like  to  be  treated  If  you  were  that  pet?  , 

fc' 

2.  You  are  an  animal.    Write  a  story  from  the  point  of  view  of  an  animal  In  a 
zoo;  In  the  jungle;  or  In  a  forest. 

3.  Write  a  diary  of  the  life  (or  a  few  days)  of  an  animal.  ' 
4«    Write  a  clnqualn  about  an  animal* 

5.  If  you  could  be  an  animal^  what  traits  would  you  like?    (Run  like  deer, 
fly  like  hawk,  eyes  like  eagle,  think  like  man.) 

> 

6.  *^  Discuss  ways  that  animals  are  alike  and  different.    Consider  wild  animals 

and  domestic  animals.    Discuss  needs  of  pets. 

7.  Some  people  say  we  have  too  many  pets.    What  would  happen  If  we  had  no  pets? 

8.  You  wake  up  one  morning  and  find  you  are  a  rabbit.    How  could  this  change 
you,  and  wlat  are  some  of  the  things  that  might  happen?    How  will  your  con- 
dition affect  others? 

9.  You  brought  a  lost  animal  home  with  you.    What  are  ^ome  things  that  might 
^  happen? 

10.  Illustrate  an  animal  nursery  rhyme. 

11.  Draw  cartoon  (or  Just  the  blurb)  showing  animals  In  conversation. 

12.  Invent  animals.    Use  parts  of  animals  auJ  make  an  Imaginary  animal.  Decide 
what  the  animal  would  eat,  where  It  would  live,  how  It  would  communicate. 

13 •    Show  animal  pictures •    Have  children  describe  the  animals .    Make  up  things 
the  animals  might  be  spying.    Have  the  animal  tell  his  story. 

14.    Someone  offers  you  a  Saint  Bernard  puppy.    What  objections  would  your  par- 
ents have?    Wt^  would  you  say  to  make  them  change  their  minds? 


*  From  Igniting  Creative  Potential,  Utah  School  Handbook,  Calvin  Taylor  Workshop. 

45'; 
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Task  Card  19 


FLEXIBILITY 
\    WHEEL    (Part  1) 


W  H  0  .  •  •  • 
WHERE  . 
WHEN. 
WHAT 


Create  an  ongoing  writ- 
ing center  with  the 
exciting  element  of 
chance • 

Make  four  large  tag- 
board  (or  chipboard) 
circles. 

Each ^circle  Is  sec- 
tioned and  gives 
one  story  Idea. 

Students  spin  the 
wheels  and  where  they 
stop  determines  the 
story  elements. 
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Task  Card  19 
(Cont.) 


ERIC 


/  Task  Card  20 

/  HOW  CA^I  YOtf  EXERCISE  YOUR  IDEA-FINDING  POWERS? 

^       (Salected  from  a  Hit  by  Sidney  J.  Fames  and  Alex  Osborn) 

1;    Name  at  least  six  Improvements  which  could  be  made  on  the  common  paint 
brush. 

2.  Name  fivi  inventions  which  the  world  could  use  to  advantage,  but  which 
have  not  yet  been  invented. 

3.  What  improvements  in  a  bus  would  you  suggest  for  the  comfort  and  conveni- 
ence of  passengers? 

4.  If  you  had  the  Job  of  dr'astically  redesigning  the  50C-piece,  what  would 
you  suggest  for  the  headl  and  for  the  tail?    Give  your  reasons . 

5 .  What  new  ideas  could  be  idded  to  the  game  of  baseball  to  make  ^It  more 
interesting  and  fun  to  p]|ay? 

'   6.    Write  a  twenty-word  telegici  to  a  friend  telling  about  one  day  in  a  school. 

7.  Write  a  classified  ad  offering  for  sale  a  pocket-sized  exercise  kit,  a 
bed-making  machine,  or  a  device  to  make  toothpicks. 

8.  Name  several  things  you  could  make  by  combining  the  items  in  each  group: 

a,  A  volley  ball  and  a  steel  spring 

b.  13  empty  pop  bottles  and  72  ounces  of  water 

c*    A  board  (1/2-inch  thick  and  3  feet  square),  a  stick,  and  a  hinge, 

9.  Describe  an  idea  for  a  TV  show  which  you  think  a  lot  of  people  would  watch, 
but  which  has  never  been  done  before, 

10.  What  would  be  the  results  if  all  people  woke  up  one  morning  and  found  them- 
selves twice  as  large? 

11.  If  your  neighbor's  dog^used  your  garden  as  a  shortcut,  how  would  you  go 
about  stopping  this? 

12.  In  what  ways  would  you  improve  children's  phonograph  records? 

13.  Think  of  10  uses  for  scotch  tape  that  you  have  never  heard  of. 

14.  What  parts  of  a  home  might  be  imt)roved  if  they  were  curved  instead  of 
straight? 

15.  What  ideas  could  you  suggest  to  help  a  mother  persuade  her  child  to  clean 
up  his/her  room? 

16.  Think  of  at  least  three  ways  to  wake  people  up  in  the  morning,  gently  but 
firmly. 

17.  Everyone  has  somethiifl  that  "bugs". him/her.    Write  down  three  of  yours. 
The'.i  make  some  creative  suggestions  as  to  wh&:  to  do  about  them. 
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/  D 
Task  Card  20 

„  (Conti) 

In  what  waya  would  our  lives  be  affected  if  the  wheel  had  never  l?eett 
Invented? 

Think  of  some  better  ways  of  collecting  garbage  in  ordier  izo  avoid  the 
nol^e  of  the -present  system  and  unsightly  cans  or  bags  at  the  curb. 

Make  up  a  story  which  will  include  all  the  items  in  "a"  or  'Td": 

a,  A  gray  cat,  a  box  of  mar shmallows,'  yesterday 's  newspaper,  a  pair  of 
pajamas,  a  pioliceman 

b,  A  campfire,  twc  gravediggers,  a  bowl  of  rice,  a  blueberry  bush,  and  a 
clown, 

"""^      '  *  ' 

Name  a  subject  you  have  studied  which  seems  useless  to  you.    Now,  make  a"  . 
\^list  of  possible  uses  for  this  subject.    Try  for  ten  ideas.    Now  tfy  for 
IS^or  20,    Now,  what  do  you  think  of  the  subject?  . 

Select  a  new  title  for  each  of  10  chapters  in  any  of  your  textbooks, 
M^ke  the  title  exciting  enough  to  be  a  mcvie,  but  yet  appropriate  to  the 
coVitents  of  the  chapter. 

23,  Originate  10  new  weird  food  concoctions, 

24,  Suppose  you  were  developing  an  illustrated  alphabet  book  for  children  who 
are  very  fond  of  automobiles  and  anything*  closely  associated  with  them, 
PickW  ''automobile"  word  for  each  letter  of  the  alphabet,    (You  may  use 
any  subject  of  your  choice.) 

25,  What  ip  ways  cBxi  you  think  of  to  encourage  people  to  use  less  fuel  and 
power  in  their  everyday  living? 
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EVALUATION 

/ 

■  •  . 

'INTRODUCTION  /  *  » 

■■  "  \     ■  ■ 

•         Code  -  E       Color'-  Green     /  / 

Evaluation  is  an  area  teachers  tend'^  neglect  in  th|fe  classroom  and  the  one  area 
in  which  gifted  students  unost  often  need  remediation  when  diagnosed.  Studetits 
should  be  provided  an  opportxmity  to  make  decision^  and  ;exerci8e  judgments.. 

Students  should  have  some  time  during  the  day  ^en  they  decide  how  they  will  use 
their  time.    Young6r  children  should  be;  of  feared  actlvitl^fes  ;  they  may  choose  f  rom,  ^ 
and  the  choice  should  i)e  t;heir  decision.    Some  Crimes  %tu4^nts  use  poor  Judgment 
and  evaluation  in  awarenesr.  o^  themselves  and  others.    Many  strate5,ies  can  be 
used  in  the  classroom  to  help  with  these  situations.    Sidiley^Simons?  book  Valued 
Clarification  and  the  self-awarenesa  units  develbped  by  Project  CHOICE  for  San 
Diego  City  Schools  have  many  ideas  which  work  well  in  the  ar^a  pf  evalxiation. 

The  activities  presented  in  this  guide  have  been  developed  for  use  in  the  evalua- 
tion factqr.    The  guide  is  designed  as  a  supplement. for  the  materials  developed 
by  DrV  Meeker    found  in  th^  .SOI  Abilities  Workbook  on  ^valuation.'    The  activi- 
ties have  not  been  written  for-any -particular -gradfe  level.    If  the  activity  i« 
jnot  appropriate^^the  idea  or  technique  can  easily  be  adapted.    Many  of  the 
^ctf^vities  can  be; adapted  and  changed  to  fit  into  other' oiJerations .    For  exaii?>le, 
activities  used  in  ESC  could  be  used  in  NSC  since  evaluation  and  decision-making 
are  used  when  sorting  information  to  find  the  "rigljtt  answer"  in  convergent 
productiion.  '       •  •  : 

This  sect  ion       the  guide  contains  lists  of  materials  yhich  will  be  helpftil  in 
i/orklng  with  SOI  and  In  developing  materials  to  fit  the 'SOI  model*.'    Thei  blank 
grid  can  be  used  to  plot  the  needs  of  studeniy  in  a  particular  operation.  (See 
Intrqduction  section  of  the  guide,)    The  names  of  students  who  need  ren^diation  ^ 
in  the  area  of  ESl^  should  be  recorded  in  that  cell.    A  grid  should  be Wepared 
in  this  way  for  each  factor,  )  ' 


Games  and  other  commercially  prepared  activities  are  used*  effectively  within 
the  SC|I  framework.    Not  only  are  these  activities  stimulating  and  exci|:ing  to 
the  sttident,  but  they  also  offer  another  dimension  to  the  SOI  program.,   A  list' 
of  materials  available  for  Evaluation  is  presented  In'  this  section.' 

Following  .the  coded  activities,  task  cards  for  eva^luation  are  presented.  The 
task  cards  have  not  been  cell-coded  since  thej^do  not, lend  themselves  to  any 
one  particular  cell  but  to  several.  ' 

Teachers  may  wish  to  put  together  games  requiring  logic  and  strategy  for  use  in 
a  classroom  lab.    These  types  of  games  fit  very  well  into  SOI  since  they  require 
Judgment  and  decision-making.  >.      9  ♦ 
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GLOSSARY  FOR  SOI  FACTOR  DEFINITIONS  FOR  EVALUATION  1 
(WISC-R  ANALYSIS)     /  ' 


EFU  -  Ability  to  Identify  identical  forma 

EFR  -  Ability  to  evaluate  figural  relationships  -  "  " 

EFS  -  Ability  to  evaluate  and  decipher  systems,  beginnings,  and  ends 
EFI  -  Sensitive  to  problems,  spatial,    seeing  defects  and  deficiencies  and 
suggesting  improvements  >  . 

ESR  -  Decides  which  symbol  relations  are  consistent  with  others  in  a  series 

EMU  -  Ability  to  apply  varied  word  meanings        ,    '  *         ••  ' 

EMR  -  Uses  logical  relationships  in  testing  correctness  of  conclxisi'on 
EMS  -.Appraises  aspects  of  common  situations  in  terms  of  experience        '  ' 
EMT  -  PractJyCal  Judgment  about  ideas 
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'     y  "E"  EVALUATION  ACTIVinES  GRID 

(Bloom's  Analysis,  Synthesis) 
GUILFORD'S                                   (Judgnent,  Planning,  and  Forsslght) 
OPBRATIOH:  '  V  ' 


PRODUCTS  ' 

FIGURAL  (F) 
Objacls  and  Shapes 

SYMBOLIC  (S) 
Nuiberr  and  Signs 

Wbrda  and  Ideas 

Unlt^  . 

u 

EFU— figure  similarity 
EFU — vocabulary 
EFU-V — picture  evaluation 
EFI)*"'Dlctura  differ. 
EFU — figure  ground 

ESU-V->letter  dlscrla. 
BSU — letter  patterns 
ESU— visual  dlscrlainatlon 

Q 

WSl}»^\mtXMt m  count  avnbol 

£MU~aatch  picture  and  word 
EMU — descrlptimia 

Classes 

c 

EFC-~plcturc  sIkLI.  and  dlff. 
EFC — picture  classification 
EFC— cIasb.  color  and  aomd 
EFC~taate>lalle  and  dlffe 
EFC-^foni  dlscrladnatlon 

ESC~phonlcs 
ESC~letter  and  nuaiber 

claaalf Icatlon 
ESC»V~nuiber  class  lfe(  ones , 

ten*  9  himdx;,  oddyeven) 

EMC-- class  naaes 

«>     .concept  classlfloitlon 

'Word  classification 
u.^  '-claeslflcatlooy  anlael 

or  plant 

Relations  ^ 

EFR— sequente  of  figures  * 
EFR— fom  rels  allke/dlf  > 
EFR — sequence  of  figures 
EFR — fora  dlscrlttinatlqn 

i 

ESR«*-equatlons 
ESR~word  pairs 
ESR — nonsy  word  pairs 
ESR--*rank  continuance 

EMR-V — color  rhyms 
ENR~readlng  coaprehenelon 
EMR—related  words 
EMI — verbal  aniilysls 

S 

EFS— construction  0/ 
picture  sequencer 

EFS-'-^sequence  9  cclor  and 
shades 

ESS — series  which  do  not 

belong 
ESS— -letter  sequence 
ESS  -series,  nuabers 

EKS~sentence  construction 
ENS«*-plcture  absurd  ^ 
EMS~cos|»rehenslon 
EHS«*<- verbal  abeurbe 

Trans  f  onutlons 

T 

EFT — figure  rotation 
EFT-*-flSure  transforal«^^on 
EFT~plJttlng  charts 

EST—Juobled  words 
EST — 'Shapes  and  values 

EHT--cartoon  punch  lines 
EHT—unusual  uses 
EKT*-vord  traneforaatlon 
EMT~panto«lstts 
EKT-Hiuid>er  transfer 

Implications 

1 

EFI — flgural  sequence 

ESI — abbreviations 

ESI — letter  consistency 

ESI — nap  reasoning 

Elfl:;;^ logical  deduction 

From:    Sleeker,  M.  and  Sexton,  K.    SOI  Ahilitiee  Workbooks.  Loyola  University,  Los  Angeles  90045. 


COMMERCIALLY  PRODUCED  MATERIALS 


Many  of  the  commercially  prepared  educational  materials  can  be  used  to  supplement 
the  activities  and  materials  developed  for  the  SOI  operations.    The  following 
lisu  contains  materials  which  have  been  coded  for  evaluation.    This  list  was 
taken  from  a  more  extensive  list  compiled  by  the  Austin  State  School  in  Austin, 
Texas  for  a  PAR  Project  to  classify  educational  materials  for  SOI.     In  some 
cases,  it  was  found  that  the  materials  could  be  used  for  several  different  cells 
in  the  SOI  model  and  were  coded  accbrdingly.     Secondary  uses* are  shown  in 
parentheses . 


Company 
Instructo 


Trend  Enterprises 


Developmental  Learning 
Milton  Bradley 


Materials 

Discovering  Opposites 
Magnetic  Seasons 
Concept  Builders  (Food) 
We  Dress  for  the  Weather 

What's  Missing? 

1-5  Tactile  Placements 


Code 

EFC  (NFC,  CFC 
EMS  (CMS) 

EFC  (CFC,  NFC) 

EFR,  EMR,  EMI  (CMI) 

EFR  (CFU,  CFR) 

EFR  (CFR,  CSR) 


Same/Different  Color  EFR 

Space  Relationship  Cards  EFR,  EMR  (CMR,  CFR) 

Sequence  Cards  EFC,  EMS  (CFS,  CMS) 

PHonetic  Ouizmo  ESU  (CSU) 

Homonym.  Poster  Cards  EMR  (CMU,  CMR) 

Synonym  Poster  Cards  EMR  (CMU,  CMR) > 

Antonym  EMR  (CMU,  CMR) 

Pick  Pairs  Game  EFU,  EFR  (CFU,  CFR) 

Tell  Time  Quizmo  EMS,  ESS  (CMS) 
Multiplication  and  Division  Quizzes      ESR  (NSS,  CSR) 

Vegetables  and  Fruit  EFC  (CFU,  CFC) 


Tde;.l 

jequence  Cards 

EMS, 

EFS 

(CFS, 

CMS) 

Conununity 

EMS 

(CMR, 

CMS, 

NMS) 

Transportation  and  Communication 

EMS 

(CMF, 

CMS, 

NMS) 

Crossword  Puzzle 

Plastic  Mear uring  Jars 

EMS 

(CSS, 

CMS) 

Rhyming  Puzzle 

EMR 

(CMR, 

CMU, 

CFU) 

Thermometer 

E.SS 

(CSS) 

Whitman 

Help  Yourself  Picture  Nouns 

EMR 

(CMIO 

Cook  Publishing  Co. 

Socja]  Development  Teaching  Pictures 

EMI 

(CMR) 

Sweet  Educ.itlon  Supply 

Flannel  Board  Visual  Aids  (Cnod) 

EFU, 

KFC 

(CFU, 

CFC) 

Western  Publishing  Co. 

Bead  Frame  SRA 

KSR, 
CSS) 

ESS 

(CFR, 

CSR, 

I  diensak 

Instructo  Activity  Kits 

EFC 

(CFC, 

CFR, 

CFU) 

Copq>any 
Bovmar 

Teacher  Made 


Materials 

Body  Image  Kit 

Animals  and  Homes 
People  and  Jobs 
Colors  and  Shapes 
Number  Bingo  1-10 
Number-Shape  Bingo 
Classification  of  Happ/ 
Money  In  the  Bank 
Clocks  (Different  Time) 
Card-Items  with  Price 
Card  (Food  with  Price) 
Addition-Subtraction  Game 


Educational  Projects       Season  Learning  Manual 


Playschool 


Garrard 


Edu-Cards 


Milton  Bradley 
Allied  Educational 
Kenworthy  Ed.  Service 
Gellis-Wldmer 
Balcruin 


Match-Up  Puzzles 
Nested  Blocks 

Who  Gets  It? 

What  the  Letter  Says  (Dolch) 
Zoo  Lotto 


What's  Missing  Lotto 


ABC  Lotto 


Farm  Lotto 


Go  Together  Lotto 
Object  Lotto 


Simple  Object  Bingo  (Color  Cued) 
The  World  About  Us  Lotto 


Human  Body  Parts 
O'Hare  Starlite  Program 
Phono  Rummy,  Set  A  &  B 
Play  Way  "Look"  (Dolch) 
Sum  Stick 


Code 

EFR  (CFR) 

EFR,  EMR  (CFR,  CMR) 

EFR,  EMR  (CFR,  CMR) 

EFR,  EMR  (CFR,  CMR) 

ESR  (CSR) 

EFR  (CSS,  CFC) 

EFC  (CFC,  CMC) 

ESR  (CSS,  CSR) 

ESS  (CSS) 

ESC  (CSU,  CFU) 

ESR  (CSU,  CFU) 

ESS  (NSR) 

EMS,  EFU,  EMR  (NMR, 
CMR) 

EMR,  EFR,  (CFR,  CMR) 
EFR 

EMR,  EFR  (CFR,  CMR) 
EMR,  ESR  (CMR,  CSU) 

EMR  (CFU,  CMR,  CFR, 
CMU) 

EMU,  EFU  (CFU,  CFR, 
CMU) 

ESR  (CSR,  CFR, .CMR, 
CSU, "CMU,  CFU) 

•EMU,  EFU  (CFC,  CMC, 
CFU,  CFR,  CMU) 

EFR,  EFU  (CFR) 
EFU,  EMU  (CMR,  CFR, 
CFC,  CFU,  CMU) 

EFR  (CFU,  CFC,  CFR) 
EMU,  EFU,  (CFU,  CFR, 
CMU) 

EFR,  EMR  (L'KR,  CMR) 

EFU,  ESU  (CSU) 

EMR  (CMU,  CMR) 

EMR  (CMR,  CMU) 

ESR,  EFT.  (CSS,  NSK, 
CST) 
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Company  Materials  Code 


Preschool  Elementary       Mboda&  Emotion  Teaching  Pictures  EMR  (CMR) 

Education  Add^Kount  Scale  ESR 

Nu^and  Bolts  EFR  (NFR) 

Position  In  Space  Posters  EMR  (CMR,  NMR) 

Door  Locks  EFI  (CFR',  NFR,  CF;) 

Laminated  Math  Cards  (Measurement  ESS  (CSS) 

Money,  Etc.)         .  ' 

Functional  Sign  Cards  EMI  (CMI,  CMU) 

Measuring  Cups        •  ESU  (CSS,  CSU) 

Kitchen  Bingo  'EFR  (CFR) 
Foodland                                            ,     EFC  (CFC,  CFR) 


MATfiRlALS  FOR  THE  SOI  ABILITIES  WORKBOOK 

The  Items  i^lsted  below  are  needed  to  complete  activites  found  in  the  SOIAhili^ 
ties  Workbook  developed  by  Dr«  Mary  Meeker  for 'the  evaluation  factor.    Thfe  list 
is  included  to  assist  teachers  in,  working  with  Meeker's  materials.    Thq  list 
can  be  used  as  a  shoppin'g  list  for  teachers  or  for  requesting  materials  from 
students'  families. 

As  teachers  acquire  these  materials  they  should  be  labeled  and  placed  in  a 
central'^area  for  easy  access  for  students,  aides*,  and  helpers.    Teachers  may 
•wish  to  consider  keeping  the  materials  for  each  operation  separate,  for  example, 
all  materials  for  evaluation  could  be  placed  together  in  ojie  large  box.    The  ' 
materials  .^could  easily  be  stored  Vhen  not  being  used; 

1.  1  roll  paper  towels 

2.  1  box  l/2"-cjLibes,^  spheres,  and  cylinders  (  colored  beads> 

3.  2  skeins  of  knitting  yarn  (2  different  colors) 

4.  .  Paper  clips,  1/2  dozen,  different  sizes 

5.  1  package  pipe  cleaners  ^ 

6.  1  package  compressed  charcoal  sticks 

7.  2  dozen  popsicle  sticks 

8.  1  box  flat  toothpicks  t 

9.  Scraps  of  cloth  (ifeood-sized,  12  different  ones) 

10.  i  1/1'  dozetj  cardboard  tube^  from  wrapping  paper  or  towels 

11.  1  roll  of  white  rice*  paper  or  equivalent 

12.  1  ball  of  string  ^- 

13.  1  package  of  various  buttons 

14.  Pried  seed  pods  from  San  Diego  trees 

15.  -1  small  plastic  film  reels 

EVALUATION  ACTIVITIES 

Activities  for  the  evaluation  factor  are  presented  on  the  following  pages.  The 
ietters  (code)  in  the  upper  right-hand  corner  correspond  to  the  Evaluation  Acti- 
vities Grid  presented  in  the  Introduction  of  the  Evaluation  section.    The  answers 
for  activities  are  presented  at  the  end  of  the  section. 
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EFU-2 


FINDING  SIMILARITIES 


In  the  following  bqxes  find  the  drawing  that  is  the  same  as  the  first  and 
circle' it. 


1^ 

^^^^ 

n 
/ 

006 

VP 

I 

I  T.  X 

3- 

^^^^^^^^^^^^^^^  ^^^^^^^^^^^^^  ^^^^^^^^^^^^^^ 

/A 

D 

5. 

A6A 


CIRCLE  THE  WORDS*\ 


Circle  the  items  that  are  yellow  and  round. 


egg  yolk, 
lemon 
orange 
bantoia 

dip  of  lemon  ice  cream 


sunflower 
peach 

ball  of  cheese 

baseball 

rose 


mustard  seed 
ear  of  com 
caution  light 
dandelion 
sun' 


Circle  the  items  that  make  a  sound/ 


leaves 

hammer 

saw' 

wind 

flowers 

clouds 

snow 


birds 
stick 
light  bulb 
clock 

snake  in  the  grass 
fish 

campf ire 


stars 

water 

sun 

rocks 

rain 

popcorn 
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EFR 


MEASUREMfeNT  (SIMPLE) 


Use  rods  cut  from  Set  1  (tiext  page)  to  answer  the  following  questions: 


1.    Which  rod  is  the  longer  rod? 


2.    Which  rod  is  the  shortest? 


3,    Which  rod  is  twice  as  long  as  Rod  D? 


4.    Wliich  rod  would  you  put  with  Rod  C  to  make  it  the  same  length  as  Rod  A? 


5,    Which  other  two  rods  can  you  put  together  that  would  T>'e  the  same  length,  as 


Rod  A? 


6.    Which  two  rods  would  be  the  same  ,  length  as  Rod  B? 


ERIC 
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PATTERNS  FOR  RODS  -  SET  1  , 


EFR 

(Cont.) 


ERIC 
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(Cont.) 

MEASUREMENT  (COMPLEX)  ' 


•Use  the  rpds^cut  from  Sets  1  and  2  (next  page)  to  answer  the  fQ-llowlng 
questions:  .  *  j  i 


X*    Jf/hich  rod  is  half  the  length  of  Rod  F? 


2.    Which  rods  would  you  add  to  Rod  A  to  make  it  equal  to  Rod  F? 


3.    Does  Rod  A  compare  to  Rod  F  the  same  ^s  Rod  C  compares  to  Rod  H?  '  . 

."«  .      '  \  ^ 

.  -      ■  ,  :  / , 

A.     Is  Rod  C  to  Rod  B  the  same  as  Rod  E  is  to  Rod  D? 


5.  Does  Rod  B  relate  to  Rod  A  as  Rod  H  relates  to  Rod  G? 

6.,  Is  Rod  H  to  Rod  C  as  Rod  C  is  to  Rod  H?   •- 

1.  Is  Rod  C  to  Rod  I  as  Rod  D  is  to  Rod  A?   

8.  Rod  A  is  to  Rod  B  as  Rod  I  is  to  '  ,.  ■ 

9.  Rod  C  is  to  Rod  H  as"  Rod  D  is  to 


10.     Rod  F  is  to  Rod      '  as  Rod      '   is  to  Rod  D. 


EFR 

CC'ont.) 


\ " 


ierIc 


7^ 
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PATTERNS  FOR  I^ODS  -•SET,  2 


H 


t  • 


-  i 


EPS-3 


COMPLETE  THE  SEQUENCE 


Complete  the  missing  ^'sections  of  the  figure  sequence,    Someth^ing  has  been  added 
to  each  figure  to  make  it  different.    You  need  to  add  the  figures  in  the  blank 
sections,    <  p 


4^ 

0 

• 
# 

#  ' 
• 

X 

/ 
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EFT-1 


MATCHING  FIGURES 


Circle  the  figure  in  the 
Some  of  the  figures  are 


box  that  is  the  sane  as  the  one  in  the  box  at  the  left, 
turned  or  "flipped."  „ 


Q 

2. 

0 

UOO' 

5. 

a  a 

^ 

7 

/o 
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PROBLEMS  AND  PUZZLES 


Have  you  learned  to  look  at  a  problem  In  more  than  one  way? 


EPT-2 


Describe  this  picture* 

Ask  your  friends  to  describe  It* 


Look  at  this  picture.    What  d6 
you  Beel    What  do  you  friends  see? 
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Teacher  explains  the  following  instructions  to  the  class: 

1.    Study  the  figujes  abov^. 

■•  *  '  . 

iS.    With  your  back  to  the  group,  you  are  to  instruct  the  students  how  to  draw 
them.  ^ 

3.  Begin  with  the  top  square  and  describe  each  in  succession,  taking  particu- 
lar note  of  the  relationship  Of  each  to  the  preceding  one. 

4.  No  questions  are  allowed. 


EFT-3 
(Cont.) 


Variation  II 


Teacher  explains  the  following  instructions  to  the  cUss: 

1.  Study  the  figures  above. 

2.  Facing  the  group,  you  are  to  instruct  the  participants  how  to  draw  them. 

3.  Begin  with  the  top  square  and  describe  each  in  succession,  taking  particu- 
lar note  of  the  relation  of  each  to  the  preceding  one. 

4.  Answer  all  questions  from  students  and  repeat  if  necessary. 


4  '-:5 
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EPI-1    .  - 


SQUARES  PUZZLE 

1.  jCut  the  squares  apart.  n  . 

2.  Decide  which  of  the  squares  would  not  go  together  to  make  a  puzzle  picture* 

3.  Put  the  squares  "together  to  make -a  puzzle  picture.  '  .  ^ 


4  o 


KALAH 


Materials 


1,  Playing  board  with  12 'Spaces  In  twp  rows  with  .pne  larger  space  . on  each  end 
as  shown  below.'  (Egg  cartons  with  the^Kalah  space  made  by  gluing,  half  the 
top  on  either  end  is  an  easy  solution  for  a  playing  board.)  -  1^  . 


(d 

* 

0 

2.    36  beans  or  other  playing  pieces  , 

Directions 

I 

-        c  ■  ■ 

1.  Players  sit  facing  one  another  with  the if  Kalah  on  the  right-hand  aide. 
Their  spaces  are  the  ones  directly,  in  fi?lont  qf  them. 

2.  When  learning  to  play  the  game,  the  players  start  with  36  beans  distributed 
by  threes  into  each  of  the  12  unmarked  small  spaces.  . 

^.    All  moves  are  to  be  made  by  placing  heans  one  by  one  in  the  spaces  in  a  « 
counterclockwise  direction, 

4.  The  starting  player  picks  up  all  of  the  beans  in  one  of  her/his  spaces. 

5.  S/He  then  places  a  bean  into  the  \iext  space'  (in  a  counterclockwise  direction)  . 
and  continues  placing  one  bean  in  each  space  around  the  board  continuing 

in 'the  counterclockwise  direction  until  s/he  runs  out  of.  beans. 

6.  If  <^  there  are,  enough  beans,  s/he  should  place  one  bean  in  her /hid  own  Kalah. 
On.- the  other  hand,  ,s/he  may  never  place  oneof  her/his  beans  in  the  opponent's 
Kalah.     .  ^  '  '  . 

7.  If  the  last  bean  placed  goes  into  the  player's  Kalah,  s/he  gets 'another 
turn.  ^ 

8.  When  the  last  bean  placed  lands  in  an  empty-  space  on  her/his  own  side,  that 
"  bean  plus  those  opposite  in  the  opponent's  space  are  placed  in  the  player's 

own  Kalah.  ' 

9.  When  a  player  empties  all  of  the  beang  from  the  spaces  on  her/his  side,  the 
opponent  then  places  in  her/h^.s  own  Kalah  all  the  beans  which  remain  on 
her/his  side.     (This  means  that  one  needs  to  be  careful  about  going  completely 
out,  as  it  is  not  always  to  one's  advantage.) 

10.    The  winner  is  the  one  who  ends  up  with  the  greater  number  of  beans. 
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'J 


EFI-2 
(Cont.) 


Exknple:  Thla  shows  several  movM  at  the -start  of  a  game. 
1..  Illustration  I  -  Moye  to  your  own  Kalah. 


ah  , 

V 

•• 

V 

•• 

•  : 

• 

•• 

V 

• 
• 

If  a  player  (bottom  side)  smarts  by  taking  the  encircled  beans  and  placing 
^       them,  s/he  would  place  her/his  last  bean  In  hjar/his  own  Kalah  and  woulrf 
giBt  another  turn. 


2.    Illustration  II  -  Move  to  opponent's  side.- 

The  player  with  the  triangle  around  her/his  beans  places  them  counterclock- 
.  wise  as  show. 


H 

>£, 

— 1 

•: 

••• 

• 

•• 

•: 

••• 

Kalah 

V 

• 

•• 

V 

•• 

••• 

:• 

Note:    This  is  a  version  of  otte  of  the  oldest  known  uathematical  games.    It  is 
known  to  have  been  played  throughout  the  East, for  7,000  years.    An  interesting 
accotint  of  its  history  may  be  fomid  in  the  May  5,  1964,  Ax*ithmetio  Teacher, 
pp.  326-30. 


4  9 
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COMPLETE  THE  DRAWINGS 


Study  the  three  Items  In  the  boxes.  '  The  figure  In  the  top  half  Is  a  clue  to 
vdlat' belongs  In  the  bottom  half.    Complete  the  series  of  drawings. 


0 
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o 

■ 
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EFI-A 


FIND  THE  PIECES 

V 

Draw  a  circle  around  the  two  figures  in  the  right-hand  box^ which  will  make  the 
figures  at  the  left. 


1  1 

^=3  D 

□ 

o  □ 

o 

c 

0 

f 

• 

A83 

EFI-5 


M/OCE  A  SQUARE 

f 

•  (  I' 

Cut  out  the  five  triangles  and  arrange  them  to  make  a  square.  Only  one  of  the 
pieces  may  be  cut  into. 


0« 


4'U 
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COUNT  THE  TRIANGLES 


How  many  triangles  are  there  In  the  figure  below? 
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EFI-7 


PUZZLE  SQUARES 


This  activity  may  also  be  found  in  the  area  of  comprehension.  It  is  used  here 
in  the  area  of  evaluation  because  of  the  decision-making  process  involved." 


Preparation  of  Puzzle; 

A  puzzle  set  consists  of  five  envelopes  containing  pieces  of  stiff  paper  cut 
into  patterns  that  will  cover  6-lnch  squareis.  Cut  the  squares  Into  parts  and 
lightly  pencil  the  letters  "a"  through  "j"  as  shown  below.  Then  mark  the 
envelopes  A  through  E  and  distribute  the  pieces  thus: 


Envelope  A 
B 

C. 
D 

•   .  E 


j.  h,  e 
a,  a,  a,  c 
a,  1 

g,  b,  f,  c 


C 

C 

J  1 

6" 


3" 


3" 


3" 


6" 


3"  3"  3"         3"  - 

Erase  the  small  letters  on  the  pieces  and  Instead  write  the  envelope  letters 
A  through  E  so  that  the  pieces  can  be  easily  returned  for  reuse. 

Several  combinations  of  the  pieces  will  form  one  or  two  squares,  but  only  one 
combination  will  form  five  squares. 

Instructions  for  Students: 

Each  person  should  have  an  envelope  containing  pieces  for  forming  squares. 
At  the  signal  the  tasfk  of  the  group  Is  to  form  five  squares  of  equal  size.  The 
task  is  not  complete  until  everyone  has  before  him  a  perfect  square  and  all 
the  squares  are  of  the  same  size. "  • 

These  are  the  Rules: 

1.  No  member  may  speak. 

2.  No  member  may  signal  In  any  way  that  he  wants  a  card. 

3.  Members  may  give  cards  to  others,  BUT  NO  ONE  MAY  TAKE  A  PIECE 
OF  A  CARD  FROM  ANOTHER. 
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ESU-1 


MOTHER  BUNNY'S  EOGS 


Some  one  :;)ade' mistakes  on  Mother  Bunny's  eggs.  Write  the  mistakes  on  a  paper 
and  correct  them  quickly. 


do  1 
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ESU-2 


LET'S  MEASURE  WITH 


Feet 


1.    Make  a  monster  foot  on  a  piece  of 
construction  paper.    Moke  it  BIGJ 

Z.    Measure  with,  your  monster  foot  to  " 
"find  out  the  distance  or  height 
in  "monster  feet"  ...  • 

to  the  office  \   your  best  friend 

the  classroom  door   your  teacher 

the  chalkboard   Youl  .  

your  desk   the  teticher's  desk  


What  else  con  you  measure? 


ESU-3 


HOW  BIG  ARE.  YOU? 

Roving  -  a)  j,  metre  in  length 

b)  30,  centimetres 


tilth  short  length  of  roving  measure 
and  record  -- 

the  length  of  your  foot 
(toe  to  heel  ) 

II 

around  your  foot 
Ground  your  friend's  foot 
around  your '  hand 
around  your  friend's  hand 


You 


Foot  : 

Hand 
Waist 
He  i  ght 


Fr i  end 


ERIC 
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ESU-3 
(Cont.) 


HOW  BIG  IS  IT? 

t 

Use  the  short,  length  and  long  l.ength 
of  roving.    Measure  things  in  the 
room."   Compare  sizes. 

it  1 

desks  ■     .   .  books 


chai  krai 


chai  rs 


Anything  else  you  can  find.  • 


Wha  would  need  measurements  like 
these?  Why? 
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ESU~4 


.   HOW  BIG  ARE  YOU? 

■1  '  , 

Collect  the  height  measurements  of 
your  group.  . 


1,    Who  is  the  tallest  child  in  the 
group?  •  " 


2.    Who  is  the  shortest  chi  I d  in  the 
group? 


4 

What  is  the  average  he i ght  of  , the 
members  of  your  group? 
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ESU-5 


FIND  THE  LETTERS 


Draw  a  line  around  the  letters  UVMXLP  below  every  time  you  find  them  In 
that  order  on  the  page.    Read  up  and  down  and  across,  but  not  diagonally. 
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X 
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V 

M 

X 

L 
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X 
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V 
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L 
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M 
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U 
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P 
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U 
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P 

L 

U 
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M 

X 

L 

p 

L 

P 
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ESU-6 


CIRCLE  AND  CROSS  OUT 


1.  Circle  Che  nine  Ft  with  orange. 

2.  r*.  >88  out  the  six  Gs. 

3.  Circle  all  the  9s  In  red. 

4.  Circle  the  threcv,  Ms  In  blue. 

5.  Cross  out  the  Js  In  green. 

6.  Circle  the  five  Ns  In  yellow. 


p 

•  G 

X 

p 

r 

Y 

G 

7 
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G 
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I 

K 

L 
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k 

S 

T 

M 

U 

V 

W 

X 

9 

3 
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B 

^ 

P 

5 

N 

A 

B 

c 

6 

D 

7 

Y 

.1 

Y 
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J 
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D 

E 

F 

P 
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N 

H 

I 

P 
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L 

N 
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R 
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ESU-7 


SAME  OR  DIFFERENT?  (SIMPLE) 


Study  each  pair  of  figures  and  worda  to  decide  if  they  are  the  same  or  different. 
If  they  are  the  same,  write  S  on  the  line;  if  different,  write  D. 


1. 

36 

63  ' 

2. 

same 

some 

3. 

their 

this 

A. 

42 

42 

5. 

396 

369 

6. 

was 

was 

7. 

quiet 

quite 

8. 

•> 

saw 

was 

9. 

68 

86 

10. 

18 

18 

11. 

210 

201 

12.* 

to 

1 

'  too 

13. 

went 

want 

14.- 

come 

come 

15. 

hide 

16. 

45 

54 

17. 

13 

13 

18. 

bump 

dump 

19. 

bye 

by 

20. 

head 

head 

o 
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ESU~8 


C 


SAME  OR  DIFFERENT?  (COMPLEX) 


Which  pairs  below  are  the  samey-and  which  are  different^  Beside  tue  pairs  that 
are  the  same,  write  Sj    beside  the  palra  that  are  different write  D. 


4.  ZUZ 

2-.  963 

3.  accoimt 

4.  CZ132 

5.  36584  . 
:6.  92024 

7.  abdce 

8.  2563 

9.  Jones,  Thomas  N, 

10.  Westonhill  Dr. 

11.  Llesl,  Jeffrey 

12.  143  621  ' 

13.  CHZ  124 

14.  >a  b  c 

15.  460  7624 


UZZ 
693 

account 

CZ123 

36584 

92034 

abdce 

2593 

Jones,  Thomas  M. 
2511  Westhill  Dr. 
Lelsl,  Jeffrey 
143621 
CHS124  « 
ACB 

4364260- 


9 
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.  '        •  FIND  THE  WORDS 

•  ,  % 

n  * 

-> 

»  1^ 

Circle  the  words  which • are 'made  up  of  the  letters  found  in  the  given  word. 

*  ■ 

1.    Given:  photosnythesis 

I 

session  his  tone 

'I 

^.  totem       ^'        optics  .  '  . 


2.  '  Given:  chlaroplast 

pas  to 
locust 

3.  Given:  dichotomy 

idiom 
^  city 


^  roost 
cloth 


mood 
tidy 


4.    Gitren:  chamelon 

clean 
enamel 


hence 
enormous 


5.    Given:  astronaut 

snatch 
start 


unto 
aunt 


6.    Given:  publisher 

push  rebus* 
issue  sulphur 


O  y0 


496 


ESC-1 


^  VDWEL-CONSONANT  ARRANGEMENT 


Place  the, following  words  in  the  proper  column  according  to  their  vowel  and 
consonaiit  arrangement/  > 


happen. 

pioneer 

,  king 

9 

-.    '  • 

gasoline 

care 

silence 

apart' 

learn  - 

pretend 

V 

certain 

person 

honest 

pilot 

different        ;  purple 

collect 

• 

force  ^ 

joke 

>soon 

free . 

If 

I  * 

• 

3 

• 

Double  Vowel 

'  y-c-v 

Vowel-Consonant- 
Vowpl 

c-v-c 

Consonant-Vowel- 
Consonant 

Double  Consonant 

• 

 ^  

>  • 

\ 

? 

r 

} 

■  *• 

s 

I,- 

♦ 

> 

1 

I  ■ 

t 

V 

I 

T 

1 

y 

/ 

1 

^     5') : 
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CUSSIFICATION  BY  MULTIPLES 
Place  the  numbers  In  their  proper  classlflcatlona  below. 


1  • 

2 

"  3 

*  4 

5 

6 

7 

8. 

9 

10 

11 

12 

13 

lA 

15 

16 

17 

18 

19 

20 

21 

22 

.  23 

2A 

25 

26 

27 

28 

29 

30 

31 

32  " 

33 

3A 

35 

36 

37 

38 

39 

AO 

Al 

• 

A2 

43 

AA 

A5 

.  A6 

A7 

A8 

A9 

50 

51 

52 

53 

5A 

'  55 

56  .. 

57 

38 

5? 

60 

61 

\  62 

63 

6A 

65 

66 

67 

68 

,69 

70 

71 

72 

73 

7A 

75 

76 

77 

78 

79 

80 

81 

82 

83 

8A 

85 

86 

87 

88 

89 

90 

91 

92 

93 

9A 

95 

96 

97 

98 

99 

100 

Multiples  of 
2 

Multiples  of 
3 

MiiLtlples  of 
A 

• 

*  • 

f 

t 

• 

■  ,  '5',';i 

•>  * 

\ 

<# 
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ESC-2 
(Cont.) 


Multiples  o£r%oth. 
3  and  6 


Multiples  of  both 
5  and  10 


Nuiiibers  that 
are  prliaes 
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CROSS  OUT  WORDS 


In  the  groups  of vwords  below,  one  word  does  not  belong, 
does  nor  sound  like  the  rest  and  cross  it  out. 


Find  the  word  that 


1.  soak 
note 


choke 
cloth 


2.  bland 


swam 


came 
sand 


3.  juice 
lose 


loose  ' 
sluice 


4.  balloon 


spoon 


some 
moon 


slap 
cat 


cable 
snap 


6.  chalk 
walk 


hallow 
caught 


school 
pool 


loot 
cruel 


8.  box 

clocks 


knots 
knock 


bright 
knight 


kite 
kink 


10.  stare 
chair 


narrate 
store 


11.  lime 
shine 


thyme 
quiet 


12.  gum 
thumb 


tomb 


come 
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"  ESC-4 
A  WORD  PUZZLE 

Each  word  in  the  puzzle  ends  the*  same*    Use  the  clues  to  make  the  right  word* 


Clues 

1.  What  you  do  in  the  oven 

2.  The  earth  moves  and  shakes 

3.  A  piece  of  wood 

4.  To  capture 

5.  A  crystal  of  snow 

6.  Something  wrong 


1.  To  take 

8«  Collection  of  ingredients 

9,  Not  fully  grown 

10.  Imaginative  stories  or  writings 

11  •  Your  name  in  writing  ^ 

12,  Position  of  the  body 


1.  ake 


2, 


ake 


7. 
8. 


ture 


ture 


3. 


ake 


9. 


ture 


4.  I  ake 


10. 


;ture 


5. 


6. 


ake 


ake 


11. 


12. 


ture 


ture 
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'  ESR-1 


WORD  PAIRS 


Circle  the  pair  of  words  which  Is  most  like  the  given  pair.  Study  the  letters 
for  your  clue. 


A.  wheat-stei^n 

1.  grin  -\  deserve 

2.  leave  -  field 

3.  heal  -  germ 


B.  aim-diet 


1.    dine  ^  desk 


2.     fears  -  three 


3.    mail  -  field 


C.    nail- green 

1.    remain  -  deer 


2.  chin  -  cheese 

3.  leave  -  strain 


D.  sceng-cheese 

Ir    gleam  -  green 

2.  depend ^-  breeze 

3.  ferry  -  lie 


E.  pioneer-happen 

1.  pretend  -  pilot 

2.  soon  -  purple 

3.  free  -  different 

G.  master-smarted 
1.     lime  -  climb 
•  2.     toads  -  total 
3.     most  -  mist 


F.  silence-honest 

1.  leaim  joke 

2.  pretend  -  person 

3.  hapi>en  -  soon 

H.  stop-pots 

1.  '    most  -  ,host 

2.  heic  -  icke  - 

3.  rat  -  tar 


I.  lept-slept 

1.  bell  -  fell 

2.  fell  -  faJl 

3.  love  -  glove 


J.  cake-make 


1.    bell  -  tell 


2.     tick  -  tock 


3.    moose  -  mouse 


5'vi 
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ESR-2 


'    FAMILY  PICNIC 


You  are  having  a  picnic  in  your  backyard;  24  people  will  be  there.  Mother 
has  asked  your  help.    She  wants  you  to  buy: 

6  pounds  of  hamburger 

2  dozen  hot  doga 

2  dozen  hot  dog  rolls 

2  dozen  hamburger  buns  Ik     '  '  " 

When  you  get  to  the  store  you  find:       ^ - 

Hot  dogs  -  10  in  a  package 
Hot  dog  rolls  -  8  in  a  package 
Hamburger  rolls  -  8  in  a  package  '*\ 

1.  Hqy  many  packages  of  hot  dogs  will  you  buy?  \^  

1.  How  many  packages  of  hot  dog  rolls  will  ybu  buy?   ^  ' 

3.  How  many  packages  of  hamburger  rolls  will  you  buy?   ^ 

4,  Which  one  did  you  have  to  buy  extra  of?   ^   \  


51'' 
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LETTER  RELATIONSHIPS 


Look  carefully  at  each  given  word,    Gan  you  find  a  relationship  between  the 
letters  In  the  given  word  and  one  of  the  word  pairs?    Circle  the  pair  that 
relates  to  the  given  word. 


A«    administer  -  adm 


it    savage  -  sve 

2.  opaque  -  que 

3,  density  -  den 


B«    trai^sportatlon  -  tlon 


1.  celestial  -.tlal 

2.  foreign  -  el 

3.  voyage  -  vye 


C.    barbarian  -  arl 


1*    gitunt  -  a^un 

2.  pectdlarlty  -  cul 

3.  austere  -  ere  * 


D.    disguise  -  dlse 


1,  apathetic  -  thet 

2,  reassure  -  eaur 

3,  assert  -  as^'t 


E.  •  centimeter  -  meter 


1*^    symmetry  -  meter 

2,  strength  -  ngth 

3.  measurement  -  ment 


F.    pentagon  -  ptn 


!•    triangular  -  lar 

2.  polygon  -  oly 

3.  mysterious  -  mts 


g.  .  lament  -  tnemal 


!•    puzzle  -  el^zup 

2.  motive  -  omtlve 

3.  feather  -  therfea 


H «  zealous-^slanderous 


5!i 


1.  active  -  relative 

2.  valor  -  brave 

3.  fault  -  right 
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OUTDOOR  ACTIVITY 


Find  the  four-square  play  area.  Measure  the  liiies  of  the  large  square  in 
meters,'  Record. 

Measure  the  lines  of  the  small  squares  in  meters.  Record; 
Compare. 


Ok 


ERIC 
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GEOMETRIC  FIGURES 


Study  the  different  geometric  figures  and  answer  the  questions  that  relate  to 
the  figure.    Indicate  vtiether  that  statement  Is  true  or  false. 

0 


1.  AB  -  2  Inches 

2.  AB  -  CD 


3.  The  perlmster  Is  12  Inches 
.A.    The  diameter  Is.  4  Inches 


5.    EG  -  pF 


6.  EG  -  3  inches 

7.  EF  -  3  inches 


8.    The  perimeter  Is  10  inches 


*  9.  UK  is  a,  right  triangle 

10.  IJK  is  »  to  LMN 

•11.  MNL  is  90"  

12.  OPQ  is  90"  .   


13.    Radius  is  2  inched 


14.  Diameter  ±s  2  inches 

15.  RU  »  UT  

16.  RT  -  US  . 


1  '\ 

(R 

U 

T  1 
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WHICH  ONE? 


Which'  one  o£  the  sets  of  numbers  below  follows  the  rule  that  is  given?  Write 
true  In  the  blank  If  the  rule  was  followed;  write  filne  If  It  was  not. 


1.    Divide  by  3,  add  5.  . 


A.  12,  8,  15,  14,  U,  9 

B.  3,  "9,  23,  18,  11,  8 

C.  10,  6,  19,  26,  14,  11 


2.    Add  3,  multiply  by  2. 


A.  "  6l  5,  8,  10,  13,  14,  32,  23 

B.  7,  9,  16,  20,  22,  18,  23,  27 

C.  10,  12,  14,  16,  18,  26,  22,  28 


3.    A  number  squared,  plus  1.^ 

''C  " 

A.  17,  9,  4,  83,  24,  si,  12 

B.  82,  26,  10,  17,  37, -65,  5 

C.  16,  25,  50,  63,  81,  10,  17, 


51  i 
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ESS-2 

WHICH  ONE  DOESN'T  BELONG?  . 

.*  o 

'  -  •  A  ■ 

In  teach  series  of  nunbers  In  the  exercise  bel9v,  you  will  find  one  nuinber  that 
doefln^t  belong.    Circle  the  nuniber  that  doesn't  follow  the  pattern  of  the  other 
niunbers. 

/  .  ■  ■ 

1.      2,         4,         6,',       8,         9,  10 


2,      2;       '3,  .       6,.       9,  ■      12-^  15 


3.      3,  .      9,         18,         27,-  36 


4.      la,  -     20,         25,         30,  40 


5.      7,         14,         21,         28,  .      34,  42 


6.  9,         3.8,        '27,         36,         47,  54 

'  .- 

7.  6,         12,         16,         18,         24,         30  ^ 

8.  12,         24,         36,'        48,  .61 

« 

9.  1,         3,         r,         13,         17,    "     18,  23 


10.      4,         6,         9,      .   16,  25 


1  r 


508 


4 

t 


ESS««d 


TIME 

V 


Happy  Birthday!' 


1  ^  *  » 

It  is  Grandma's  Birthday!     Call  Grandma  and  wish  her  a  Happy  Birthday •  What 

time  it  is  in  New  York? 
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WORDS  FROM  WORDS 


What  words  could  be  made  fro^  the  given  word.      Write  Yes  beside  the  words 
that  could  be  made  from  letters  in  the  word,  and  No  beside  those  that  could 
not.  '  . ' 


1,  ,  .  disk 


2 .  there 


a.  kids 

b.  9lid 

c.  skid 

d.  hide 


a.  here 


b.  three 


c.^  m  their 


d .  error 


3.  scold. 


deal 


a.  scale 

b.  cold 

c,  clods 

d,  load 


3.  lead 

b.  dale 

c.  d^ad 

d.  head' 


glare 


dare 


a.  large 

b.  flare 

c.  garage 

d.  range 


a.  earn 

b.  dear 

c.  read 

d.  hare 


7.  tidcr. 


8. 


detour 


a.  site 

b.  diced 

c.  edits- 
d*  diets 


'  5V, 


a.  rousted 

b.  routed 

c.  toured 

d.  detain 


ERLC 
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WHAT'S  IN  ASTRONAUT? 

Most  of  the,  words  listed  below  were  ;nade  from  the  letters  found  ii>  the  word 
ASTRONAUT.    Spine  cguld  not  have  been  made  since  ASTRONAUT  does  npt  contain  all 
the  letters.-    Circle  the  words  ^hat  could  not  have  come  from  the  word  ASTRONAUT. 


aunt 


^au^o 


Starve 


/stoat 


rant 


stunt 


rattan 


taro 


roast 


taunt 


rout 


taut 


route 


toast 


sauna 


trot 


short 


trust 


snort 


tuna 


sour 


turn 


star 


undo 


start 


unto 


.     WORDS  FOR  ABBREVIATIONS  • 

How  are  abbreviations  decided?    For  th6  following  list  of  abbreviations  identify 
and  write  the  full  Word  or  Wfrds  for  the  abbreviation.    Underline  the  letters  . in 
the.cotaplete  Word  that  make  up  the  abbreviation.    Do  you  find  a  relationship 
betw^n  the  abbreviation  and  tl^e  words?    Ts  the  relationship  the  same  for  all 
abbre\?lation8?    '  . 


1.  adj.         ^   15.  St. 

2.  adv.    16.  Prof." 


3.  def.   17.  etc. 

4.  Fr.                        .     •   18.  blvd. 

S:  Ger.                             '   .19.  ave. 

i 

6*  geog.    20.  R.S.V.P. 

7.  govt.      .    21.  N.  ' 


9.    U.S.   ■  23.  W. 


10.  Inc.   24.  S. 

11.  Corp.  ■  '     '   '  25.  Ca^lif. 


12..    Mr.   26.  i.D. 

I 

V 

13.  Mrs.    27./   Wash.  D.C. 

14.  Dr.  ■  ?'8.  r;r. 
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8.  ,  pi.   :        22.  E.   


.                .  p:si-2 

STATES  ABBREVIATIONS 

Write  the  abbreviations  of  the  states  in  the  blanks  to  the  left  of  the  names. 

Then  write  the  abbreviations  in  their  proper  places  on  the  map  on  the  next  page. 

*  ^  .     ■  ' 

AK              ,         GA                       MD                       NH  SC  WY 

AL                        HI                        ME                        NJ  SD 

AR                       lA                       MI                       NM  ^  TN 

AZ                       ID                       MN                       NV  •  TX 

CA                       IL                       MO                   ,     NY  UT 

CO                       IN          .             MS       -                 OH  ^  VA 

CT                        KS                        MT                        OK  "  VT 

DC                       KY                        NB                        OR  '  :WA 

DE                        LA                 ,       NC                        PA  *                WI  ' 

FL                        MA                        ND                        RI  WV 


Colorado 

Idaho 

Iowa 

Michigan 

Nebraska 

Arizona 

Illinois 

Kansas 

New  Hampshire 
North  Carolina 
Rhode  Island 
Alabama 
Louisiana 
North  Dakota 
California 
Pennsylvania 
Wyoming 


Hawaii 

Minnesota 

Ohio 

South  Carolina 

Tennessee 

Missouri 

Virginia 

Washington 

South  Dakota 

Mississippi 

Connecticut 

Massachusetts 

Nevada 

Delaware 

Indiana 

Kentucky 

New  Mexico 


New  York 

District  of  Columbia 

Maryland 

Alaska 

Florida 

Arkansas 

New  Jersey 

Oklahoma 

Vermont 

Maine 

West  Virginia 

Texas 

Montana 

Utah 

Oregon 

Georgia 

Wisconsin 


ESI-3 


SHORTENED  SPELLINGS 

Which  of  the  words  would  the  shortened  spelling  beat  fit.  Circle  the  word  which 
you  think  would  toost  likely  be  associated  with  the  abbreviation. 


1.  Boldr 
Boulder 
Boulle 
Bouillon 


2.  Chalir 
Chevalier 
Cheviot 
Chevron 


3.    De fme 
Defame 
Default 
Defect 


4.  Enrge 

Encourage 

Encrust 

Encumber 


5.  Hytts 

Hymenoptera 

Hyonettees 

Hyiraiist 


6.  Lnguge 
Language 
Languor 

Lanl forous 


?•  Odus 


Odontology 
Odorimeter 
Odoro us 


8.  Rect 


Receipt 

Reception 

Recession 


9.  Bambo 


Balustrade 


Bamboo 
Bandanna 


10.  Consid 


Consider 
Consigno 
Consistent 


ERLC 
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EMU 


CHOICES  AND  DESCRIPTIONS 


Which  of  the  four  choices  best  fits  the  descrlpt.lon?  Underline  the  word  that 
you  think  best  fits. 


A.     Soft  and  white 

1.  Vanilla  Ice  cream 

2.  Ice  cube 

3.  Pad  of  paper 

4.  Box  of  tissues 


B*    Round  and  blue 

1,  Orange 

2.  Telephone  book 

3,  The  sky 

4.  A  ball 


C*     Green  and  sllraey 
!•  Grass 
2.    A  frog 
3-    A  dollar  bill 
4.  Limes 


D.    Yellow  and  scratchy 

1.  Vegetable  brush 

2.  Flower 

3.  Lemon 

4.  Stick  of  ^butter 


E*     Cold  and  sweet 

1.  Ice  cube 

2.  Snow 

3.  Ice  cream  cone 

4.  The  ocean 


F,     Soft  and  round 

1.  Saseball 

2.  Nerf  ball 

3.  Orange 
4t  Marble 


G»     Hard  and  clear 

1.  Brick  wall 

2.  Cellophane  wrap 

3.  Glass 

4.  Water 


H.     Hard  and  rough 

1.  Bark  on  a  tree 

2.  Baseball 

3.  Whiskers 


5?:} 
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4.  Cement 


EMC 

THE  STRAY  WORD 


J^^^?**""^  °^  ^  ^^'^^^  that  does  not  belong  because 

:       different  in  one  way  or  another.    Cross  out  the  word  that  doesn't  fit 
with  the  rest  of  the  word  group. 


A.  sing,  hum,  whistle,  shout 

B.  soft,  feathery,  harsh,  billowy 

C.  peaceful,  thunderous,  serene^  quiet 

D.  violin,  cello,  flute,  base  violin 
£.  '  horse,  cow,  sheep,  buffalo 

F.  electricity,  candle,  whale  oil,  fire 

G.  Los  Angeles,  San  Francisco,  ;San  Diego,  California 

H.  cry,  sad,  exc:^ted;  sorrow 

I.  shirt,  glove,  hat,  suitcase 

J.  magiazine,  newspaper,  book,  television 

K.  Bach,  Beethoven,  Beatles,  Brahnjs 

L.  elephant,  giraffe,  ostrich,  rhlnocerous 
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A  BANK  ROBBERX  MYSTERY 


Directions 


The  clues  (below)  may  be  duplicated  and  cut  apact  or  written  on  separate  pieces 
of  paper. 

Participants  are  seated  in  a  circle.    The  leader  passes  out  the  clues,  one  or 
more  clue  to  each  person.    The  leader  explains  that  each  of  the  pieces  of  paper 
contains  one  clue  to  help  solve  a  bank  robbery.    The  group  has  to  find  out  from 
the  clues  the  person  or  persons  who  robbed  the  bank  of  $1,000,000. 

The  group  may  organize  in  any  way  desired.    Anytime  someone  thinks  s/he  knows 
the  answers  and  the  group  agrees  on  the  guess,  a/he  may  tell  the  leader.  The 
leader  checks  whether  the  answer  is  correct.    If  incorrect,  the  leader  will  not 
tell  why.    It  is  the  task  of  the  group  to  find  out  this. 

Rules  for  the  Group 

1.  No  one  is  to  leave  her/his  seat. 

2.  No  one  is  to  pass  her/his  clues  around  or  show  them  to  anyone  else. 

3.  All  sharing  of  clues  and  ideas  must  be  done  verbally. 

■■  ".I 

In  processing  the  event,  the  following  questions  maybe  asked: 

1.  What  happened  to  the  group? 

2.  Was  a  leader  needed? 

3.  Hpw  was  time  lost  in  getting  organized? 

A.  Were"  all  members  included  in  solving  the  problem? 

5.  Did  anyone  monopolize  the  discussion? 

6.  What  problems  ariose  when  some  people  did  not  share  their  clues?  « 

7.  What  could  have  been  done  to  make  the  group  work  more  effectively? 


Clues  .  .  < 

The  robbery  was  discovered  at  8:00  a.m.  on  Friday,  November  12.    The  bank  had 
closed  at  5:00  p.m.  the  previous  day. 

Miss  Margaret  Ellington,  a  teller  at  the  .bank,  discovered  the  robbery. 
The  vault  of  the  bank  had  been  blasted  open  by  dynamite. 

The  president  of  the  bank,  Mr.  Albert  Greenbags,  left  before  the  robb,f  y  yas 
discovered.    He  was  arrested  by  authorities  at  Mexico  City  airport  a'        n  on 
Friday,  November  12. 

The  president  of  the  bank  had  been  having  trouble  with  his  wife,  who  spent  all 
of  his  money.    He  had  frequently  talked  of  leaving  her.  ^ 
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The  front  door  of  the  bank  had  b,een  opened  with  a  k.ey. 

The  only  keys- to  the  bank  were  held  by  the  janitor  and  the  president  of  the 
bank. 


Miss  Ellington  often  borrowed  the  president's  key  to  open  the  bank  early  when 
she  had  extra  work  to  do.  •  ' 


A  strange  hlpple^type  person  had  been  hanging  around  the  bank  on  Thursday, 
November  11,  wa^tchlng  employees  and  customers.  •  '  .  . 

A  substantial  amount  of  dynamite  had  been  stolen  from  the  Acme  Construction' 
Company  on  Wednesday ,  ,  November  IQ. 

t>  4 

An  Acme  employee,  Howard  Ellington',  said  that  a  hippie  had  been  hanging  around 
the  construction  company  on  Wednesday  afternoon.  •  ' 

The  hippie- type  character,  whose  name  was  Dlrsey' Flowers  and  who  had  recently 
dropped  out  of  Southwest  Arkansa,s  State  Teachers  College,  was  found  by  police 
in  East  Birdwatch,  about  10  miles  from  the' Minnesota  border. 

Dirsey  Flowers  was  carrying  $500  wh^n  police  apprehended  him  and  had  thrown  a 
package  into  the  river  as  the  police  approached. 

Anastasia  Wallflower  of  East  Birdwatch,  Wi  consin,  said  that  she  had  bought 
$500  worth  of  genuine  Indian  love  beads  from  Dirsey  Flowers  for  resale  in  her. 
boutique  in  downtown  East  Birdwatch. 


When  police  tried  Lo  locate  the, janitor  of  the  bank,  Ellwood  Smith,  he  had 
apparently  disappeared.  .  ^      .    .  * 

Miss  Ellington  stated  that  her  brother  Howard,  when  strolling  to  Taylor's  Diner 
for  coffee  about  11:00  p.m.  ..cm  Thursday,  November  11, 'had  seen  Mr.  Smitji  runnin 
from  the  bank.  , 


Mr.  Smith  was  found  by  the  F.B.I.  In  Dogwalk,  Georgia,  on  November  12  i  had 
arrived  )t}iere  vin  Southern  AJrlines  Flight!  414  at  5:00  p.m.  ,on  the  li  i. 

■  'J  •  •  ■. 

The  airline  clerk'  confitrmed  the  time  of  Smith's  arrival. 


•J  ^ 
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Mri  Greenbags  was  the  only  person  who  had  the  key  to  the  vault,  \ 

,■     ■  /  ^  \ 

There  were  no  planes  out  of  Dogwalk  between  4;00  p.m.  and  7:00  a.m. 

0 

In  addition  to  keeping  payroll  records,  Mr.  Ellington  was. in  charge  of  the 
djmamite  supplies  of  the  Acme  Construction  C6iiq)any. 


Mr.  Grepnbag's  half-brother,  Arthur  Nodough,  had  always  been  jealous  of  his 
brother. 


Nodough  appeared  in  Chicago  on  Monday,  November  8,  waving  a  lot  of  money. 
Arthur  Nodough  always  got  drunk  on  Friday  nights. 

Arthur  wanted  to  marry  Camelia  Smith.  ' 
Miss  Ellington  said  that  Smith  had  often  flirted  with  her. 

Mr.  Smith's  father >  a  gold  prospector  in  Alaska,  had  died  in  September.  ^ 


Mr.  Greenbags  waited  in  the  terminal  at  O'Hare  ,  Field  'in  Chicago  for  16  hours 
because  of  engine  trouble  on  . the  plane  he  was  to  take  to  Mexico  ^ity... 


r  o 
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MURDER  MYSTERY 
Directions 

Leader  passes  out  the  clues,  one  clue  to  each  person.    The  leader  explains  that 
each  of  the  pieces  of  paper  contains  one  clue  to  help  solve  the  murder  mystery. 
The  group  has  to  find  out  from  the' clues:     (a)  the  murderer,     (b)  the  weapon, 
(c)  the  time  of  the  murder,     (d)  the  place  of  the  murder,  and    (e)  the  motive 
for  the  murder.    The  group  may  organize  in  any  way  desired.    Any  time  someone 
thinks  s/he  knows  the  answer^  and  the  group  dgrees  on  the  guess,  s /he  may  tell 
the  leader.    The  leader  checks  whether  all  five  answers  are  r^ght.    If  part  of 
the  answers  is  incorrect,  the  leader  will  not  tell  which  answers  are  wrong.  It 
is  the  task  of  the  group  to  find  out. 

Rules  for  the  Group 

1.  No  one  is  to  leave  her/his  seat.'* 

2.  No  one  is  to  pass  her/his  clues  around  or  show*  them  to  ^fiy one  else.  ^ 

3.  All  sharing  of  clues  and  ideas  must  be  done  verbally. 

In  processing  the  event,  the  following  questions  may  be  asked: 

^1.  What  happened  in  the  group? 

2.  Was  a  leader  needed?  '  ^ 

3.  How  was  time  lost  in  getting  organized? 

4.  Were  all  members  included  in  solving  the  problem? 

5.  Did  anyone  monopolize  the  discussion? 

6.  What  problems  arose  when  some  people  did  not  share  their  clues? 
\7.  What  could  have  been  done  to  make  the  group  work  more  effectively? 

Clues 

When  the  elevator  man  saw  Mr.^Kelley,  Mr.  Kelley  was  bleeding  slightly,  but  did 
not  seem  too  badly  hurt.  *  , 

The  elevator  roan  saw  Mr.  Kelley  go  to  Mr.  Scott's  room  at  12:25  a.m. 

Mr.  Kelley  had  been  dead  for  one  hour  when  his  body  was  found,  according  to  a 
medical  expei^t  working  with  the  police. 

The  elevator  man  said  that  Miss  Smith  was  in  the  lobby  of  the  apartme  t  ^'^uild- 
ing  when  he  went  off  duty. 

Miss  Smith  saw  Mr.  Kelley  go  to  Mr.  Jones'  apartment  building  at  11:55  p.m. 
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Mr.  Kelley's  wife  disappeared  after  the' murder. 

■ft  . 

•  •  « 

Police  were  unable  to  locate  Mr.  Scott  after  the  murder » 

When  police  tried  to  locate  Mr,  Jones ^'after  the  murder,  they  discovered  that  he 
had  disappeared.     —  '  ■ 

Miss  Smith  often  followed  Mr.  Kelley. 

Mr.  Jones  told  Mr.  Kelley  that  he  was  going  to  kill  him. 


Miss  Smith  said  ♦'hat  nobody  left  the  apcrtment  building  between  12:25  a.m.  and 
12:45  a.m.  '  ^ 


Mr.  Kelley's  blood  stains  were  found  In  Mr.  Scott's  car. 

Mr.  Kelley's  blood  stains  were  found  on  the  carpet  In  the  hall  outside  Mr. 
Jones'  apartment.  i 

Aknlfe  with  Mr.  Kelley's  blood  on  It  was  found  In  Miss  Smith's  yard. 

■  *        -I  •  ' 

The  knife  found  In  Miss  Smith's  yard  had  Mr.  S6ott ' s...f ingerprlnts  on  It. 

Mr.  Kelley  had  destroyed  Mr.  Jones'  business  by  stealing  all  his  customers^ 

^  .  • 

Th^  elevator  man  saw  Mr.  Kelley's  wife  go  up  to  Mr.  Scott's  apartfment  at  11:30 
p.m. 

The  elevator  operator  said  that  Mr.  Kelley'js  wife  frequently  left  the  building 
with  Mr.  Scott. 

ft 

Mr.  Kelley's  body  was  found  in 'the.  park. 
Mr..  Kelley's  body  was  found  at  1:30  a.m. 

IT  O  '  )  I 

The  elevator  man  went  off  duty  at  12:30  a.miJ  ^.  ' 


It  was  obvious  from  the  condition  of  Mr.  Kelley's  body  that  it  had  been  dragged 
a  long  distance. . 
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When  he  was  discovered  dead,  Mr.  Kelley  had  a  bullet  hole  in  his  thigh  and  a 
knife  wound  in  his  back.  ' 


Mt.  Jones  shot  an  intruder  In  his  apartment  building  at  12:00  midnight. 

The  elevator  operator  reported  to  police  that  he  saw  Mr.  Kelley  at  12:15  a.m. 

The  bullet  taken  from  Mr.  Kelley' s  thigh  matched  the  gun  owned  by  Mr.  Jones. 

i 

Only  one  bullet  had  beeri  fired  from  Mr.  Jones'  gun. 
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DECISION-M/^ING  FISH  BOWL 

Rationale 

This  is  an  exercise  In  group  decision-making.    We  often  have  difficulty  coming 
to  consensus  in  groups.    Some  people  do  not  like  to  compromise  and  feel  tha^' 
their '  judgment  is  always  best.    Others  change  their  minds  rapidly  and  can  never 
seem;  to  dieclde  .aippng.  the  alternatives.    They  are  easily  swayed  by  others. 

The  purpose  of  this  exercise  is  to  help  you  become  aware  of  how  you  make  deci'r 
sions  in  a  group  setting. 

Instructions  • 

1.  Your  gx'oup  is  to  divide  into  two  groups,  A  and  B.    The  groups  should  be  of 
equal  size.  \  .  . 

2.  Group*  A  is  to  reach  consensus  on  Activity  1,  Lost  on/the  Moon,  while  group 

B  observes  the  process.    Consensus  means  that  the  prediction  for  each  of  the* 

15  survival  items  must  be  agreed  upon  by  each  g^roup  member  before  it  becomes 
part  of  the  group  decision.  * 

.  ^    -  ...  \  .     ^        .    ^  ■ 

3.  At  the  end  of  10  minutes,  group  B  is /to  stop  A'g  activity,  and  share  witW 
♦hem  for  five  ml'^utes  their  perceptions  of  the  group's  and  indiyidual'd 

^  behavior  in  the  decision-making  process. 

4.  Then  the  groups  are  to  r^vers^*  rolesn  * 

5.  Repeat    steps  1  through  4  until  both  groups  have  reached  consensus f 

6.  Check  your  answers  against  NASA's  answers. 

■I  « 

Criteria  for  Observing  the  Decision-Making  Process  ^  "  ^ 

1.  Consensus  Is  difficult  to  reach.    Therefore,  not  every  ranking  me^ts  with 
everyone's  complete  approval.    However,  does  the  .group  try  to  niakfe  each 
ranking  one  with  wjiich  all  group  members  cdn       least  partially,  agree?  , 

2.  Do  individual  gt*oup  members  avoid  emotional  involvement  and  arguing  for. 
their  own  judgttlents?    Do  they  approach  the  task  on,  the  basis  of  logic 
rather  than  defending  their  own  choices  based  on  conceivable  slim  evidence? 

*  -I 

3.  Do  some  group  members  avoid  conflict  by  giving  In^or  changing  their  minds? 

4.  Do  some  group  members  support  decisions  which  they  do  not  really  a  ;ree  with? 

5.  Does  the  group  use  "conflict-reducing"  techniques  such' as  majority  vote,  / 
averaging,  or  trading  to  reach  decisions? 

6.  Do  the.  group  members  yiew  differences  of  opinion  as  helpful  rather  than  as 
a  hindrance  in  decision-making?  *  ' 
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1  *  •  ... 


Classroom  Development  1 

Break  into  groups  of  12  to  16  mtrabers.    Riead  instructions.    Each  group  should 
have  no  more  than  eight  members,,,  either  milking  the  decision  or  observing. 
Provide  each  member  with  a  co^y  of  "Lost  dn  the  Moon." 

Length  of  exercise:    60  minutes. 

\\ 

Assessment 

What  did  you  learn  about  the  way  you  malce  decisions? 
What  did  you  learn  about  the  way  groups  make  decisions? 
\iniat  can  you  do  to  Improve  your  decision-making  ability? 


/ 

/ 


5  ^ ' 
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LOST  ON  THE  MOON 

Instructions         '  ,  . 

You  ^re  In  a  space  crew  originally  scheduled  to  rendezvoxis  with  a  i&other  ship 
on  the  lighted  surface  of  the  moon*    Due  to  mechanical  difficulties, , however » 
your  ship  was  forced  to  land  at  a  spot  200  miles  from  the  rendezvous  point. 
During  reentry  and  landing,  much  of  the  equipment  aboard  was  damaged,  and  since 
survival  depends  on  reaching  the  mother  shlp^  the  most  critical  Items  available 
must  be  chosen  for  the  200-mlle  trip.    Below  are  listed  the  15  Items  left  avail- 
able and  undamaged  after    andlng.    Your  task  Is  to  rank  order  them  In  terms  of 
their  Importance  In  allowing  your  crew  to  reach  the  rendezvous  point.  Place 
the  number  1^  by  Ihe  most  Important  Item,  the  number  2^  by  the^,  second  most  Impor- 
tant, and  sp  on  thr<ough  number  15,  the  least  Important. 


Box  of  matches 


Food  concent,  atei 


50  feet  of  nylon  rope 
Parachute  silk 


Portable  heating  unit 


Two  .45  calibre  pistols 


One  case  dehydrated  milk 


Two  100  lb.    anks  of  oxygen 

Stellar  map  (of  themoon^s  constellation) 


Life  raft 
Magnetic  compass 
5  gallons  of  water 
Signal  flares 

First  aid  kit  containing  Injection  needles 
Solars-powered  FM  receiver^^transmitter 
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SUMMARY  SHEET 
Concensus  Game  (NASA) 


1 

2 

3 

4 

5 

fj 

7  , 

8 

9 

Group 
Prediction 

NASA'  ^ 

Box  of  matches           v  f  - 

• 

Food  concentrate 

• 

"' " 

50  feet  of  nylon  rope 

• 

Parachutej:  silk 

Portable  heating  unit 

'Two  .45  calibre  pistols 

One  case  dehydratod  milk 

Two  100  lb.|\&nks  of  ozygen 

> 

- 

Stellar  map  <of  moon' . 
constellation)  ' 

Life  raft 

Magnetic  compass 

5  gallons  of  water 

Signal  fla.es 

First  aid  kit  containing 
injection  needles 

Receiver- transmitter 
solar-powered  FM, 

SCORK 

Group  Members' 
Names 


]. 


2. 


3. 


4. 


5. 


6. 


7. 


8. 


n  M 

rt  I 
•  u> 
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Declt lon-Maklng  Guidelines 

1,  1  oes  the  group  try  to  make  each  ranking  one  with  which  all  group  members 
;  .in  at  least  partially  agree?^ 

2,  Do  Individual  group  members  avoid  emotional  Involvement  and  arguing  for 
their  own  Judgment? 

3,  Do  some  group  members  base  their  reasons  on  logic  rather  than  defending 
their  choices  based  on  their  own  emotions  or  a  small  amount  of  evidence? 

4,  Do  some  group  members  support  decisions  with  which  they  do  not  really 
agree? 

5/    Does  the  group  reduce  conflict  by  using  majority  voting,  averaging,  or 
trading  to  reach  decisions? 

6,    Do  the  group  members  consider  differences  of  opinions  as  helpful  rather 
tharii  as  a  hindrance  in  decision-making? 


Learning  Opportunltlei^  I 

I 

Whan  each  group  has  selected  its  choices  have  the  leaders  report  on  the  ; 
following:  \ 

A,  Could  they  get  consensus  from  their  group?  \ 

1,  If  so  how  did  they  get  it? 

2,  If  not  what  were  some  of  the  difficulties? 

B,  Did  each  group  member  have  an  opportunity  to  state  the  reasons  for  his/ 
her  opinions? 

1,  How  did  the  other  members  of  the  group  react? 

2.  Did  this  help  or  hinder  the  decision-making? 

C,  Were  members  of  your  group  willing  to  concede  on  some  of  their  opinions? 
^id  members  of  the  g^^oup  stick  to  their  opinion  just  to  win  the  argument? 

D,  What  are  some  of  the  problems  of  group  decision-making?    What  are  some  of 
the  benefits?    How  can  we  make  group  declslon-mal  ing  more  effective? 
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MIXED-UP  SENTENCiiS 

/ 

Reaa  the  aerteaces  carefully.    Cross  out  t.  e  sentences  which  do  not  make  sense. 

1.  Jane  tore  her  new  dress  30  her  mother  took  it  to  the  dentist. 

'        ■  ^  \ 

2.  Matthew,  who  is  seven,  had  his  fifth  birthday  last  year.  •, 

t 

3.  Margaret  and  Jim  will  go  to  Europe  this  summer. 

4.  In  1902  some  scientists  dug  up  the  remains  of  a  car  which  they  were  sure 
had  been  a  Mustang.  / 

/  .    ■  •  ,.  - 

«  '»  .  ' 

5.  Mrs.  North  burned  her  cake  so  she  put  it  back  into  the  mixing  bowl  so  she 
could  try  again. 

6'.    Mother  liked  to  shop  on  Fridays  because  there  were  fewer  people  in  the 
,  store.  .  ^ 

7.  Allison  knocked  the  vase  down  and  broke  it,  so  she  filled  it  up  with  water 
again  so  no  one  would  know. 

8.  Billy  went  to  the  market  for  the  lady  next  door  so  she  gave  him  fifty  cents, 
'9.    Sue  liked  her  new  bike  so  she  slid  down  the  hill  on  it. 


10.    Mary  liked  to  read  so  she  checked  some  books  out  of  the  library. 

•f 
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BRAIN  TEASERC 

Hospital  Plan 

Indicate  In  what  way  the  following  plan  is  faulty: .  A  particular  hospital  wants 
to  rotate  its  employees  so  that  each  one  will  have  a  turn  on  night. duty.  Mary 
Jo  is  told  that  each  Thursday  she  is  to  change  shifts,  but  she  will  continue  to 
havC'Sunday  off.     She  Is  to  change  from  the  day  shift  (8:00  a.m.  to  4:00  p.m.) 
to  the  evening  shiit  (4:00  p.m.  to  midnight).    The  following  week  .she  is  to  work 
the  early  morning  shift  (midnight  to  8:00  a.m. ). 

,      .         '  'I 

Three  Posers 

Play  detective  and  see  if  you  can  solve  this  pui;zle:    A  man  who  was  served  a 
cup  of  coffee  in  a  restaurant  called  the  waiter  back  to  the  table.    Pointing  to 
th6  cup,  he  said,  ''There  seems  to  be  a  fly  in  my  coffee.    Please  take  this  cup 
away  and  bring  me  a  fresh  cup  of  coffee.** 

The  waiter  promptly  apologized,  picked  up  the  cup  of  coffee  and  took  it  away. 
He  returned  with  a  cup  of  coffee  that  had  no  fly  in  it.    But  when  the  customer 
tasted  the  coffee,  he  declared,  "This  is  the  same  cup  of  coffee  I  had  beforel" 

How  did  he  know?  ; 

*  *  *  ^  *  J  ^ 

A  medieval  magician,  carrying  a  bottle  of  liquid,  approached  the  throne  of  his 
king. 

"Sire,"  the  magician  said  to  the  monarch,  **I  have  here  a  most  magic  liquid.  Such 
is  its  power  that  it  will  dissolve  anything  it  touches." 

"Anything?"    asked  the  king. 

"Anything!"  replied  the  .magician. 

But  the  king  knew  that  the  magician  was  mistaken.    How  did  he  knov?? 

-k  'k 

0 

)  ^ 

A.  cannon  ball  is  dropped  fron  the  top  of  a  tower  250  feet  high.    At  the  saitie 
instant,  another  cannon  ball  of  the*  same  size  and  weight  is  fired  horizontally 
(straight  out)  from  a  cannon.  ^ 

Which  cannon  ball  will  reach  the  ground  first? 


Clean  and  Dirty 

Two  white  workmen  were  reptiiring  a  roof.  They  fell  through  a  large  chimney  and 
landed  in  a  fireplace  on  the  floor  belox>/. 

Both  men  arose  unhurt.     They  looked  at  each  other,  walked  around  the  room,  ' 
stretched  their  arms  and  realized  that  they  had  sustained  no  injuries.  Without 
speaking  a  word  or  discussing  their  sudden  fall,  both  men  started  back  to  the 
job. 

Now  it  happened  that  one  man's  fnce  was  well  smeared  with  soot  from  his  passage 
through  tiie  chiimey.     The  other  man's  face,  however,  was  absolutely  clean,  "^et 

the  man  with  the  clean  face  washed  his  face;  the  man  with  the  dirty  face  went 
back  to  work  without:  wa^ihJng  his  face  I 

Ccin  yoti  explain^   logically,  why  they  d^^  ^^^^^^ 
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SECRET  MESSAGE 


There's  a  secret  message  on  the  pieces  of  paper  on  these  two  pages.  Cut  out 
the  pieces,  f^t  them  together,  and  you  will*  leatrn  what  that  message  Is. 

The  shape  formed  when  all  the  pieces  are  put  together  will  be  like  this: 
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CREATIVE  WRITING  ACTIVITIES 


To  make  a  comparison,  two  things  mush  be  compared.    For  instance,  if  you  say, 
"The  sea  is  shiny,"  that  is  not  a  comparison  because  "shiny"  is  not  a  thing. 
However,  if  you  say,  "The  sea  shines  like  a  mirror"  you  have  compared  a 


mirror  to  the  sea. 
In  this  ajcercise  use  comparisons  to  describe  ZERO. 


What  things  in  a  hardware  store  look  like  serol 


I 

•4 


/ 


/ 

/ 
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Directions 

1.  Choose  an  old  adage,  proverb,  or  well-known  saying. . 

2.  Try  to  make  the  meaning  of  the  oaylng  Into  a  shape  that  reflects  Its 
meaning.  ^ 

3.  The  use  of  line  arid  structure  Is  Important:    If  your  saying  concerns 
confusion,  make  the  shape  look  confusing!  


ERIC 
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COMPARISONS 


Which  Welf^s  More? 


A  SCREAM? 
Why?  


A  Sag  of  potatoes? 


1 

I 

r 

Which  Is  Faster? 


A  TABLE 


A  CHAIR 


Why? 
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TAKE  YOUR  ORDER 


,  How.  strongly  do  you  feel  about;, 

1.  A  company  that  continues  to  pollute  the  environment  after  being  fined?' 

2.  Si^orts  bolng  the  way  to  encourage  good  sportsmanship  and  fairness? 

3.  The  person  who  wears  unusual  clothes? 

4.  r Having  a  dress  code  at  ^hool? 
5%  A  pers9n  who  cheal^  on  his/her  Income  tax? 

6,  Eating  lunch  in  the  school  cafeteria?- 

7,  A  person  0 In  a  restaurant  who  blows  cigarette  smoke  In  your  face  wljille  you 
are  eating?  .  , 

8,  The  pardon -who  copies  someone  elders  paper? 

,9,    A  person  who  aises  "fear*'  and  lectures  to  Influence  the  bfehavlor  of  other 
people?       V  »  ,  ^  n 

;  "         *        ,  '  '  '  ! 

10.  Watchlnj^  television  more  than  three  hours  a  day? 

11,  Selecting  ydur  own  dinner  when  you  eat  out? 

1/Z.  the  'person  who  always  talks  about  ecology  and  throws  trash  out  of  the  car?, 

13,  The  yoimg  person  who  uses  dangerous  drugs? 

14,  '  The  person^ who  Is  most  qualified  for  an  office  actually  winning  the  election? 

15,  -The  rationing  of  gasoline?  > 

16 •  The  person  who  uses  too  much  alcohol?  .  > 

4 

Rank  these  on  ypuir  opinion  checklist  (next. page j)  by  putting  one  Item  In  each- 
square.    Meet  with  your  group  and  agree  upon  the  x.o^]foup  Items*    Discuss  why  ^ 
these  Items  are  the  top  four,              .  ./ 
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Group  Members*.-  Names: 


EMI-1 
(Con?. ) 


Coiildn't  Care  Less 


13 


—r— 

Mlid  Opinion 


Strong  Opinion 


Very  Strong #Opini on 


14 


-r-t- 


10 


li 


16 
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12 
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EMI-2 


YOU!  ! 

V 

Name  ^  . 


Think  about  yourself  In  three  parts.  Think  of  facts^  aotionB,  and  feelinga. 
Make  a  word  collage  to  tell  about  yourself* 


EMI -3 


ABOUT  MEll 

>^  ■  " 

*  '  \ 

I 


Read  the  sentences  and  circle  Yes  or  No  or  Sometimes* 

■  / 


1, 

I  lik^  people. 

\ 

Yes 

,  No 

Sometimes 

.  2, 

I  like  to  be  on  time. 

Yes 

No 

Sometimes 

3, 

I  like  to  play  'all. 

Yes 

No 

Sometimes 

4, 

I  am  hon&st. 

Yes 

No 

Sometimes 

5, 

I  want  to  be  a  leader. 

Yes 

/No 

Sometimes 

6, 

I  believe  in  playing  fairly.  |^ 

Yes 

/  No 

Sometimes 

7, 

I  like  to  go  to  school. 

Yes 

No 

Sometimes 

8. 

I  like  to  work  alone. 

Yes 

No 

Sometimes 

9, 

People  like  ine. 

i 

Yes 

No 

Sometimes 

10. 

I  am  inoo4y*  * 

Yes 

No 

Sometimes 

11, 

I  usually  finish. work  on  time. 

Yes  ' 

No 

Sometimes 

12. 

I  have  a  hobby. 

Yes 

No 

Some\times 

13. 

1  get  mad. 

Yes 

No 

Sometimes 

14, 

I  help  with  jobs  at  home. 

Yes 

No 

Sometimes 

15. 

1  like  to  do  jobs  at  schobl. 

Yes 

No 

'  Sometimes 

16, 

I  help  others. 

Yes 

No 

Sometimes 

I 
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EMI-4 


A  NEW  ISLANDtl 


A  ne^v  Island  has  been  formed  In  the  middle  of  the  Pacific  Ocean.  You  have 
been  tiamed  governor  of  the  new  Island*    You  must  select  two  people  to  help 


2.  Tell  what  jobs  are  necessary  In  order  for  people  to  live  there* 

3.  Decide  where  the  cities  will  be. 

4.  Decide  how  the  citizens  will  earn  a  living. 

The  decision  Is  yours.    There  are  no  right  or  wrong  answers.    Write  your  Ideas 
on  paper.    Draw  a  map  of  the  Island.    Show  the  name  of  the  Island,  Its  'location 
and  the  names  of  at  least  two  cities. 


You  must: 


1. 


Name  It. 
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CHECKLIST  FOR  THE  CREATIVE-.  PERSON 


After  each  Item  put  the  words  "Have"  or  "Have  not"  for  each  week. 


Elements  of  Creativity 

It    Desire  -  wanting  to  make  things 
better,  hoping  to  Improve  what  Is 
already  good. 

First 

Week 

Second 
Week 

Third 
Week 

Fourth 
Week 

2.    Alertness  <-  being  alive,  awake  to 
notice  everything  that  happens  to 
you  and  around  you. 

3.  .  Interest  -  wanting  to  dig  beneath 
the  surface  of  vhat  goes  on. 

4.    Curiosity  -  thinking  of  and  asking 
questions  on  all  sections  of  a 
problem  or  situation. 

5.    Thought  fulness  <-  seeing  all  the  parts 
of  a  problem  and  giving  considerate 
thought  to  understanding  exactly  what 
It  Is. 

6.    Concentration  <-  being  able  to  focus 
your  Interest  and  thought  and  keep  it 
focused  so  that  you  can  think  about 
and  underst&nd  things  In  depth. 

*                              ^  •  •  . 

7.    Application  -  putting  forth  the  effort, 
using  energy  and  hard  v;ork  constantly. 

8.    Patience  -  being  able  to  keep  coming 
back  to  a  problem  time  after  time, 
until  you're  completely  satisfied 
with  the  solution. 

9.    Optimism  -  having  self-confidence  and 
enthusiasm. 

LO.    Cooperation  -being  willing  to  share 
your  ideas  with  others  and  to  help 
develop  them.    Considering  the 
reactions  of  others  and  their 
suggestions. 
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EMI- 7 


WHAT  WOULD  YOU  THINK? 


What  would  you  think  if  you  found  a  turtle  in,  your  bathtub?  Write  a  story* 
^bout  it.    Draw  a  picture 


A  MIXED-UP  WORLD 

What  would  happen  if  every  flower  in  uhe  world  were  yellow.    Write  a  story 
about  it,  .  . 

>  • 

A  MIXED-UP  WORLD 

What  cQuld  happen  if  carrots  tasted  like  candy?   .Write  a  story  about  this. 
Draw  a  picture. 

7 

A  MIXED-UP  WORLD 

What  could  happen  if  all  the  shoes  in  the  world  were  the  same  size?  Write  a 
story  and  draw  a  picture. 

*■ 

A  MIXED-UP  WORLD 

9 

What  could  happen  if  cows  have  manes  like  lions  do?  Write  a  story  and  draw  a 
picture. 


WHAT  WOULD  YOU  THINK? 


What  would  you  think  if  all  the  lights  went  out  everytime  you  turned  on  the 
water?    Write  a  story  about  what  happened.    Draw  a  picture. 
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ANSWERS 


*  EFT-1      MATCHING  FIGURES 
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EFR-1    MEASUREMENT  (SIMPLE) 


1. 
2, 
3. 


A 
E 
B 


4,  D 

5.  B  and  D 
6«    C  and  E 


EFR-1    MEASUREMENT  (COMPLEX) 


1. 
2. 
3, 
4. 
5. 


C  and  D  or  B  and  E 

Yea 

Yes 


6, 
7. 


No 
No 


8.  H 

9.  B 
10,    A,  B 


ESU-5    FIND  THE  LETTERS 


X 

u 

M 
X 

V 

M 
X 
L 


L 
V 
X 
L 
V 
X 
V 

u 


M 


M 
U 
M 
M 
L 
X 
L 
V 


L 
V 
U 


V 
U 
M 
X 


X 
X 
V 


M 
V 
D 

_X_ 

M 


P  U 
M  L 
X  P 


X  L 

M  ,  P 

U  M 

L  *X 


P 
X 
X 
V 


X 


5 

o 

5h5 


ESU-7     SAME  OR  DIFFERENT?  (SIMPLE) 


1. 
2. 
3. 
A. 

5i 


D 
D 
D 
S 

D 


6. 
7. 
8. 
9. 

10. 


S 
D 
D 
D 
S 


11. 
12. 
13. 
14. 
15. 


D 
D 
D 
S 
D 


16. 
17. 
18. 
19. 
20. 


b 
s 
b 

D 

s 


ESU-8      SAME  OR  DIFFE^^NT  (COMPLEX) 


1. 
2. 
3. 
4. 
5. 


D 
D 
S 
D 
S 


'  6. 

7. 

8. 

9. 
10. 


D 
S 
D 
D 
D 


11. 

12. 

13. 

14 

15. 


D 
D 
D 
D 
D 


ESU-9      FIND  THE  WORDS 


1.  session,  his tone 

2.  pastor,  roost,  cloth 

3*  city,  mood,  tidy  (Not  idiom  since  given  word  does  not  have  two  i's.) 

4.  clean »  enamel,  hence 

5.  start,  unto,  aunt 

6.  push,  rebus 


Esc^i    voWel-consonant  arrangement 


Double  Vowel 

soon 

pioneer 

free 

certain 

learn 


V-C-V 

gasoline 

apart 

care 

pretend 

honest 


C-V-C 

pilot 

person 

force 

king 

silence 

purple 


Double  Consonant 

happen 
col] ect 
different 


r  r,  joke 


ESC-2      CLASSIFICATION  BY  MULTIPLES 
Multiples  of  2  Multiples  of  3 


2,  4,  6,  8,  10, 

12,  14,  16,  18, 

20,  22,  24,  26, 

28,  30,  32,  34, 

36,  38,  40,  42, 

44,  46,  48.,  50, 

52,  54,  56,  58, 

60,  62,  64,  66, 

68,  70,  72,  74, 

76,  78,  80,  82, 

84,  86,  88,  90, 

92,  94,  96,  98, 
100 


3,  6,,  9,  12,  15, 

18,  21,  24,  27, 

30,  33,  36,  39, 

42,  45,  48,  51 » 

54,  57,  60,  63, 

66,  69,  72,  75, 

78,  81,  84,  87, 

90,  93,  96,  99 


Multiples  of  4 

4,  8,  12,  16,  20, 
24,  28,  32.,  36, 
40,  o44,  48,  52, 
56,  60,  .64,  68, 
72,  76,  80,  94, 
88^^.92,  96,  100 


Multiples  of  3  and  6 

6,  12,  18,  24, 
30,  36,  42,  48, 
54,  60,  66,  72, 
78,  8^,  90,  96 


Multiples'  of  5  and  I'O 

10,  20,  30,  40, 
50,  60,  70,  80, 

90,  .100 


Primes 

1,  3,  7,  11,  13, 

17,  19,  23,  31, 

37,  41,  43,  47,. 

49,  53,  '61,  67 

,  Z3,v79,  81,  83 

89,  91,  97  ' 


ESC-3      CR0S3  OUT  WORDS, 

1,  cloth 
4.  some 

7;  loot 

10.  store 


2.  ,bland  . 

5^  cable 

8 .  knock 

11.  quiet 


3.'  lose 
6.  hallow 
9^  kink 
12  tomb 
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ESC-A.    A  WOSQ. PUZZLE 


1.  bake 

4.  take 

7.  capture 

10.  literature 


'  Z»  quake 

5.'  flake 

8.  mixture 

11*  signature 


3.  stake 

6 .  mistake 

9.  Immature 

12.  posture 


ESR-1     WORD  PAIRS  , 


A. 

« 

6. 
C. 

E.' 
E. 


3 
3 
1 
2 
3 


P. 
6. 
H. 
I. 
J. 


2 
1 

3 
3 
1 


ESR-2      FAMILY  PICNIC 

u 

I  •  . 

1.      3  2.      3  3.      3     '  4.     hot  dogs 


ESR-3      LETTER  RELATIONSHIPS 


A.  3 

B.  1 

C.  3 

D.  3 


E.  ,  "  3-. 

P.  3 

6.  1 

H.  1 


ESR-5      GEOMETRIC  FIGURES 


1. 

5,v 
9. 
13. 


True 

False 

True 

False 


2. 

6. 
10. 
14. 


True 
False 
False 
True 


3. 
7. 

ii; 

15. 


False 
False 
False 
True 


4. 
8. 

12, 
16. 


False 
True 
False 
False 
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ESS-1     WHICH  ONE? 


1. 

A. 
B. 
C. 


T 
F 
F 


2. 

A. 

Br 
C. 


T 

F 

T 


3.='' 

A.  F 

B.  T 

C-*  F 


ESS-2     WHICH  ONE  DOESN'T  BELONG? 


1,  9 

3.  ^3 

5.  34 

7.  16 

9.  18 


2. 
4. 
6. 
8. 
10. 


2 

25 
'47 
62 
6 


EST-1      WORDS  FROM  WORDS 


1.  a. 

\ 

b. 

c. 

\  d. 

I 
\ 

4.  ^  a. 
b. 

'  c. 


7. 


\d. 


a. 

I 

b. 
c. 
d. 


Yes 
No 
Yes 
No 

Ye<? 
Yes 
No 
No 

Yes 
No 
Yes 
Yes 


2. 

a. 

Yes 

3. 

a. 

No 

b,. 

Yf>s 

b. 

Yes 

c. 

No-  , 

c.  , 

Yes 

No 

d. 

No 

5. 

a. 

Yes 

6. 

a. 

No 

b. 

i 

No  ^ 

b. 

Yes 

< 

c. 

No 

c. 

Yes 

No 

d. 

No 

8. 

a. 

No 

,  b. 

Yes 

c. 

Yes 

d. 

No 
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EST-2     WHAT'S  IN  ASTRONAUT? 
route,  starve,  short,  trouble,  undo 


•  1  unpnc 

/ 

1 

X  • 

•  aaj . 

•aojecta.ve  • 

13  . 

St. 

2.  * 

adv.  * 

adverb 

16. 

Prof. 

J* 

der  • 

^  definition 

1 

17. 

etc. 

A 

Fr» 

France 

lo. 

Diva. 

5 . 

Ger. 

Germany 

\   .  19. 

^ve. 

6. 

geog. 

geography 

20. 

R.s.V.E. 

7. 

govt* 

government 

21. 

'  N. 

8. 

pi. 

plural 

•  22. 

.E. 

9. 

U.S. 

United  S^tates 

23. 

W. 

10. 

Inc. 

Incorporated 

24. 

'  S.   •  • 

11. 

Corp. 

^Corporation 

25. 

Calif. 

12. 

Mr. 

blister  ^ 

26,. 

S'.D. 

13. 

Mrs. 

Ml  St  res 

27. 

Wasii.  D. 

14. 

Dr. 

DQcto£  or  Drive 

28. 

^  • 

ESL- 

-3      ^ORTENED  SPELLINGS 

- 

T 

1. 

Boulder 

2. 

Chevalier 

3. 

Defame 

Encourage 

5. 

Hyonettees 

6. 

Language 
Rfe,ceipt 

7, 

Odorous 

8. 

9. 

Bamboo 

♦ 

10. 

Consider ' 

« 

EMU 

CHOICES 

AND  DESCRIPTIONS 

* 

A. 

Bo  :  of  tissue  B; 

A  ball  . 

C. 

A  frog 

D. 

Vegetable  brush 

E. 

Ice  cream 

cone           '  F. 

Nerf  ball 

G. 

Glass 

H. 

Bark  on  a 

550 

tree 

55 'i. 

Street 
Professor 
e|:  ^cetera 
boulevard 


avenue 

£6pondez  s^'ll  {vous  £lalt 
north 
.east 
west 
south  * 


California 
San  Diego 

Washington,  District  of 
Columbia 

RurajL  route  or  railroad 


EMC 


JTRAYWORD 


/ 


4 


ky^  shoi 

.  flute 
G*  California 
J*  television 


B. 

liarsh 

E. 

buffalo 

H. 

excited 

K. 

Beatles 

C.  thunderous 
'  F.  electricity 
I.  .  suitcase  * 
"L/  ostrich 


EMR-i      A  BANK  ROBBERY  MYSTERY 


The  Ellingtons  collaborated  to  rob  the  bank,  Miss  Ellington  supplying  the  front* 
door  key  (borrowed  from  Mr.  GreenbagsV  and  Howard  supplying  the  dynamite. 
Greenbags  had  already  left  for  Brazil  when  the  robbery/ took  place.  .Mr*  Smith 
was  in  Dogwalk  oti  the  night  of  the  robbery.    Dirsey  Flowers  was  at  the  home  of 

(  AnastaBia's  parents.    The  Ellingtons  were  lying  when  they  tried  to  implicate 
Smith.    There  wds  no  evidence  that  Arthur  Nodough  was  connected  with  the  robbety 

,  in  anyway .         '  • 


EMR-2      MURDER  MYSTERY 


After  receiving  a  superficial  gunshot  wound  from  Mr.  Jones,  Mr.  Kelley'went,  to 
Mr..,  Scott's  pnartroent  where  he  was  killed  by  Mr.'  Scott  with  a  knife  at  12:30 
a.m.  because  Mr.  Scott  was  in  love  with  Mr.  Kelley' s  wife. 


'ems -2      BRAIN  TEASERS 


Hospital  Plan:    This  plan  is  faulty  because  the  second  week  Mary  Jo  .would  have' 

no  opportunity  to  sleep  since  she  would  have  to  work  the  day 
shift  on  Friday. 

Poser  No.  1:        The  man  knew  it  was  the  same  cup  of  coffee  because  he  had  put  , 

sugar  Ip  the  coffee  before  he  found  the  fly  in  it. 

^oser  No.  2:^      The  king  knew  the  magician  was  mistaken,  because  if  the  liquid 

dissolved  everything  it  touched,  it  would  dissolve  the  bottle, 
too. 

Poser  No.  3:        Both  cannon  balls  will  reach  the^^ground  at  the  same  time. 

Gravity  ^cts  on  each  one  in  the  same  way,  so  each  one  will  , 
approaCih  the  ground  at  the  same  rate. 


551 


55:; 


EMS- 2      BRAIN  TEASERS  , (Cont.)  ^  ' 

Clean  and  Dirty:    The  workmen  looked  at  each  other.    The  first  man  saw  that  the 
•    •  other's  fape  wad  dirty,  hence  he  assumed  that  his  own  was 

dirty  also.    The  man  with  the  dirty  face  saw  the  clean  face 
^  of  his  corapanim  and  supposed  that  his  own  was  clean.  Thus 

the  man  with  the  clean  face  washed  and  the  man  with  the  dirty 
face  did  not^  » 


EMR-3      DECISION-MAKING  FISH  BOWL 


Answers;  •  ,  '  Answers  in  order; 


Boxes  of  matches 

15 

1 

Two  100-lb.  tanks  of  oxygen 

Food  concentrate 

2 

Five  gallons  of  water 

50  ft.  nylon  rope 

6 

3 

Stellar  map 

Parachute  silk 

8 

4 

Food  concentrate 

Portable  heater  unit 

13 

/■  5 

Solar-powered  VH  transceiver 

TvTo  #45  calibre  piscols 

11  • 

'  6 

Fifty  feet  of  nylon  rope 

One  case  dehydrated  milk 

12 

7 

Firnf-   id  kit  with  injection  needles 

Isfro  100  Ih.  tanks  oxygen 

'  1 

8 

Paiachute  silk 

St^^.li^r  xm?  (moon  version) 

3 

9 

Life  raft 

l,i>  :  I  aft 

9 

10 

Signal  flares 

Miignetic  conqpasses 

lA 

11 

Two  .45  calibre  pistols 

Five  gallons  of  water 

2 

12 

One  case  dehydrated  milk 

Signal  flarSs 

10 

13 

Portable  heating  unit 

First-aid  kit  with  needles 

'  7 

14 

Mayietic  compass 

Solar-powered  radio 

5 

15 

Boxes  of  matches 

Scoring 

Subtract  your  ranking  number  for  each  item  from  NASA's  ranking  number.  Add 
these  differences.    Also  do  this  for  the  ranking  list  and  compare  individual 
pradictlon  with  the  group  prediction. 

Example:  Your  Ranking-      NASA's  Difference 

Box  of  matches  8  15  .  7 

Signal  flares  3  4  10  4  ' 

Explanation 

These 'are  the  answers  supplied  by  the  NASA  scientists.    The  answers  are  split 
into  groups,  physical  survival  and  traveling  to  the  rendezvous. 

The  first  two  items  are  air  and  water  without  which  you  cannot  survive  at  all. 
After  that  comes  the  map  for  locating  position  and  figuring  out  how  togef  to 
the  rendezvous.     Food  comes  next  for  strength  on  the  trip.    It  is  not  as  neces- 
sary for  survival  as  air  and  water ♦        .  . 

5  -:  > '  > 
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EMR-3      DECISION-MAKING  FISH  BOWL  (Cont.) 

The  FM  transceiver  is  for  keeping  in  touch  with  earth.     In  a  vacuum,  without 
an  ionosphere,  radio  transmission  travels  only  in  line  of  sight  and  would  be 
limited  on  the  moon  to  destinations  of  approximately  ten  miles.    On  earth 
powerful  receivers  could  pick  up  messages  which  would  then  be  relayed  t"  the 
inother  ship.    The  next  item  would  be  rope  for  lunar  mountain  climbing  and 
traversing  crevasses  on  the  tripv'    The  next  item  would  be  first  aid  for  inju- 
ries.   Parachute  silk  would  offer  excellent  protection  ffom  sunlight  and  heat 
buildup. 


The  life  raft  is  a  carryall  for  supplies  (the  moon^s  gravity  permits  heavy 
loads  to  be  carried),  as  a  shelter,  and  a  possible  stretcher  for  the  injured. 
It  also  offers  protection  from  micro-meteorite  showers. 

Flares  cannot  burn  in  a  vacuum  but  they,  ap  well  as  the  pistols,  can  be  shot. 
Flares  and  guns  would  therefore  be  excellent  propulsive  devices  for  flying  > 
over  obstructions.     The  milk  is  heavy  and  relatively  less  valuable. 

On  the  moon  overheating  is  a  problem  and  not  cold.    Thus  the  heating  unit  is 
useless.  i 

The  magnetic  compass  is  useless  without  a  map  of  the  moon^s  fields.  The  box 
of  matches  is  obviously  the  most  useless  item. 


Evaluation  Task  Cards 

Task  cards  created  for  use  with  the  evaluation  factor  are  presented  on  the 
following  pages.    Answers  are  presented  at  the  end  of  the  section. 

The  task  cards  have  also  been  printed  on  a  heavier  stock  and  sets  (Stock  No. 
41-S-9941)  may  be  ordered  through  the  Office  of  Materials  Development,  293-8140, 


DRAW  A  CARTOON 


Task  Card 


Draw  a  cartoon  showing  what  the  sentences  aay.  Write  the  clich^  under  the 
cartoon. 

!•  Lend  me  your  ears. 

2.  He  yelled  his  head  off.- 

3.  He  always' puts  his  foot  In  his  mouth. 

4.  She  worked  like  a  dog. 

5.  He  was  so  surprised  his  eyes  popped  out. 

6.  Keep  an  eye  on  the  baby. 

7.  It's  raining  cats  and  dogs. 

8.  .He's  more  fun  than  a  barrel  of  monkeys. 

9.  He  let  the  cat  out  of  the  bag. 

10.  He's  growing  like  a  weed. 

11.  She's  as  pretty  as  a  picture.  ' 

12.  He's  as  busy       a  bee. 

13.  They  caught  hl^  red-handed. 

14.  She's  stretching  the  truth  a  little. 

15.  He's  sharp  as  a  tack. 
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Task  Card  2 


WORD  GROUPS 


Each  person  should  number  1  to  iO  on  paper.  The  fitst  to  write  all  the  words 
that  belong  to  each  group  wins. 

1.  orange,  purple,  red 

2.  milk,  eggs,  flour 

3.  one,  four,  six 

4.  run,  hop,  jump 

5.  bed,  chair,  rug 
6*  dol",  horn,  ball 


airplane 

lamp 

monkey 

green 

boy 

butter 


pig,  cow,  pony 
baby,  mother,  girl 
elephant,  lion,  bear 
bus,  car,  train 


9, 


10, 


two 


skip 

i 


balloon 


horse 
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Taak.  Card  3 


SCRAMBLED  SENTENCES 


Try  to  unscramble  the  sentences  below.    Then  write  them  correctly  on  paper. 


1.  sinelled  the  flower  good  blue 

2.  can't  shoes  I  ray  tie. 

3.  smiling  astronauts  four  were  the 

4.  head  the  shook  lion  his 

5.  rowed  river  man  the  the  down 

6.  good  eggs  eat  to  are  scrambled 

7.  the  the  around  ran  piano  boy 
alike  twiiiS  the  Very  look  much 

9.  hurt  man  still  but  alive    the  ia  was 


I 
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Find  the  root  word  in  each  word, 
the  list  wins* 

1,  boxes 

2,  glasses 

3,  goes 

A,  running 

5,  eaten 

6,  cooler 

7,  warmer 

8,  restless 
9*  witches 

10,  loaded 

11,  looked 
12 •  jumping 
13*  '  walking 


15,  waiting 

16,  sunny 

17,  dressea 

18,  frogs 
19*  singer 
20,  friendly 


Task  Card 

ROOT  WORDS 

Write  it  on  paper.    The  first  one  to  finish 

21,  crying  ^ 

22,  helpful 

23,  baker 

24,  needed 

25,  longer 
26r,  decided 

27,  biggest 

28,  longest 
2.9 ,  answered 

30,  runs 

31,  ears 

32,  wanted  * 

33,  cutting 

34,  throwing 
35  •  playing 

36.  baked 

37.  sadness 

38.  doll: 

39.  laughed 

40.  taller 
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Tttak  Card  5 


RHYMING  WORDS 

n 

Write  these  four  words  on  vaper  at  the  top  of  four  columns • 


then 


day  ^ 


sell 


thing 


Write  th6  words  below  vmder  the  word  they  rhyme  with. 


1.  hay 

2.  well 

3 .  when 


4.  string 


5.  pen 

6.  'den 

7,  say 

8,  •  fell' 
^  9.  spell 

10 •  bay 

11,  hen 

12 .  ring 


13.  stay 

14.  ten 

15.  king 

16.  bring 

17.  shell 

18.  wing 

19.  bell 

20.  play 

21.  tell 

22.  clay 

23.  men 

24.  spring 
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Task  Card  6 


ILLUCTRATINC  WORDS 


Choose  a  word  from  the  llat  bfctlow.    Make,  a  picture,  or  a  collage  to  illustrate  • 
■the  word.    Use  small  pictures  from  roagazinea,  words  from  newspapers  and  magazines, 
material!;  from  the  Foiind  Box,  and  drawings.    Put  the  wotd  you  choose  on  the 
back.    See  if  others  can  guess  the  word  you  picked.    Later  a  story  can  be  made 
to  go  with  the  mood  picture. 


1. 

happy 

2. 

,  angry 

'3. 

afraid 

4. 

freezing 

5.  ' 

embarrassed 

/-'■ 

6. 

s??y  /' 

7. 

sad 

8. 

friendly 

9. 

lazy 

10. 

impatient 

11. 

excited 

12. 

sleepy 

13... 

brave 

14. 

Wtirra 

15. 

jealous 

E 

Task  Card  7 


JUST  SUPPOSE  . 


Choose  a  "just  suppose"  question.    Write  or  draw  what  you  think  might  happen* 

!♦    What  would  happen  If  our  shadows  became  real? 

2.  What  do  you  suppose  would  happen  if  there  jWere  no  night? 

3.  What  do  you- suppose  would  happen  if  one  morning  there  were  no  gravity? 

<  .  <\»  ^  • 

A- 

4»    What  do  you  suppose  would  happen  if  you  could  become  invisible? 

5*    What  do  you  suppose  would  happen  if  a  spaceship  from  anotlier  planet  landed 
on  the  piatio  of  your  home? 

6.^  What  would  happen  if  the  wind  never  blew? 

?♦  What  would  happen  if  the  sun  suddenly  cooled  off? 

8.  What  do  you  suppose  would  happen  if  everybody  stopped  working? 

9.  What  do  you  suppose  v^ould  happen  if  everyone  loved  everyone  else? 
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Task  Catd  8 


"LAST  ONE  WINS 


4)  '  ' 

Here's  a  game  for  two*  people  and  20  checkers'.    The  checkers  are  on^a  table. 
The  players  take  turns  picking  up  the  checkers.    Each  player  must  pick  up  1  or ^ 
2  or  3  checkers  each  time.    The  player  who  picks  up  the  last  checke,:^  wins,  T 

Here's  how  to  wih:  Let  the  other  player  go  first.  This  is  polite  and,  pleasantly 
enough,  it  will  also  help  you  win.    You  must  pick  up: 

The  4th  checker  .  * 

The  8th  checker  ,  ^       ■  ' 

The  12th  checker  ;  ' 

The  16  th  checker  •  '  • 

And  the  20th  checker,  which  wins!  * 

How  does  it  work?  ^ 
When  the  other  player  picks  up  1,  you  pick  up  3, 

When  s/he -picks  up  2,  you  pick  up  2.  ^ 
When  sjhe  picks  up  3,  you  pick  up  1,  '  ^ 

If  the  other  player  begins  to  catch  on  to  how  you  are  winning,  change  the  number 
of  checkers  in  the  game  to  30,  • 
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Task  Card  '  9 

I  ■  ...  *  .     '  * 

WHAT  WOULD  YOU  DO  IF  

Thinking  about  what  you  would  do  in  each  of  the  situations  .below  may  help  you 
discover  what  you  want  and  value.    Write  down  three  actions  you  yould  take  if: 

You  were  President  of  the  United  States. 

You  were  given  $1,000,000.  '    ■  ^ 

You  could  do  anything  you  wanted  for  one  month. 
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Task  Card  10 


PET  PEEVES 


'  Everyone  has  "pet  peeves."  List  your  pet  peeves.  Now  list  all  the  ideas  you 
.  •  ■    can  dream  up  for  reducing  these  irritations.  '  ■ 
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DRAWIKG  LtNES 


II 


F  \^ 


In  I  there  is  no  difficulty  in  drawing  a  continuous  line  which  crosses  each  line 
segment  (e.g.  A^',  BC,  CF,  etc.)  once  and  only  once.     But  it  is  impossible  to"^  • 
draw  a  similar  line  in  II.    For  example,  the  line  drawn  fails  to  cross  the -seg- 
'raent  EF.    Can.  yd u  draw  a  line  crossing  each  , line  segment  in  1112 

f  r 


I  0 


III 


D 


e' 

r  / 

/  K  \ 

H 

■  / 


\ 
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Task  Card  12 


TAKE  A  -TRIP 


Can  you  take  a  trip*  tfiirough  every  door  of  this  house  wlthbu^  passlnj^  through' 
any  door  more  than  once?  "    '  •  '  ^*  ^ 


I 


if 


T 

T 


T 
T 


X 


■I,  K 


"1 
J 


T'  1 


cr  ^  '^ 
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Task  Card 


TAKE  A  UALK 


Can  you  take  a  walk  which  will  take  you  over  each  of  the  seven  bridges  and 
cross  each  brlcfge  only  once? 


566 


TAKE  A  FLIGHT 

On  an  airplane  flight  there  are  four  people: 
The  pilot 

The  flight  engineer 
The  flight  attendant 
The  passenger 

Vi*.  :h  would  you  chooae  to  be?    What  are  your  reasons  for  your  choice? 
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ANSWERS 


Task  Card  2 

1.    green  2.    butter        3.  two 

6*.    balloon       7.    horse  8.  boy 


4 •  skip 
9 .  ttonkey 


5.  lamp 
10.  airplane 


Task  Card  3 

r/   yhe  blue  flower  swelled  good. 

2.  I  can't  tie  my  shoe. 

3.  The  four  astronauts  were  smiling. 

"t  # 

4.  The  lion  shook  his  head. 

5.  The  man  rowed  down  the  rlveiT. 

6.  Scrambled  eggs  are  good  to  eat. 
7*  The  boy  ran  around  the  piano. 

8.  The  twins  look  very  much  alike. 

9.  The  man  was  hurt  but  Is  still  alive. 


Task  Card  4 


1. 

box 

2. 

glass  ' 

3. 

go 

4. 

run 

5. 

eat 

6. 

cool 

7. 

warm 

8. 

rest 

9. 

witch 

10. 

load 

11. 

look 

12. 

jump 

13. 

walk 

14. 

bush 

15. 

wait 

16. 

sun 

17. 

dress 

18. 

frog 

19. 

sing 

,20. 

friend 

21. 

cry 

22. 

help 

23. 

bake 

'  24. 

need 

25. 

long 

26. 

decide 

27. 

big 

28. 

long 

29. 

answer 

30. 

run 

31. 

ear 

32. 

want 

33. 

cut 

34. 

throw 

35. 

play 

36. 

bake 

37. 

sad 

38. 

doll 

39.. 

laugh 

40. 

tall 

Task  Card  5 

Then 

Hen 

ten 

men 

pen 

when 

den 


hay 

say 

play 

clay 

bay 

stay 


Sell 

bell 

tell 

shell 

well 

fell 

spell 


Thing 

king 

bring 

wing 

spring 

string 

ring 


